








‘= 


100-”e PLAYSTATION 2 MAGAZINES 5 MAN 


HE’S BACK! Tony’s new 
y 
levels are totally insane! 





PS2 ONLINE 






















HOT SCREENS! 











= 
The Next (ESTED! 2. «<< & 
fee iy om We play the | =-®— Xe, 
5 ae a : 
MITN? een) PLATF RMIER 
ie - Seance PARADISE 
Get Ready for 
[HE GETAWAY, 
OW TG; 
ae 7a anal CT 


ME WEtutemerrees) CQolin 
> Score big in WeEKSIHIE! 
EUR MMos! Drive 





U4 


‘FRONTLINE 


GAME : U oe he Wi IONTH! 
War is hell, but this game is 
heaven! See why inside! 


EXCLUSIVE P>_ 
FIRST LOOK! 


REVIEWED! 


-—A WORLD CUP 


F LUSZ MEDIA =? WITH PASSION 
| INTERNATIONAL 


; » ae Screens: 





$2.50 
07> 





: an hotter fan ever! 





Rare’s't t PS2 cade (0! 1653103852 
Viyed | ISSUE 60 > JULY 02 > VOL. 6 





Sie F505 


> 
ed 


RATING PENDING (ama 
Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


CONTENT RATED BY 
ESRB 









- Hackers, rejoice. The game of “ait “just got more 

interesting. Welcome to Hot Shots Golf*3. Play~* 

a a whole round from sun up to sun down with 
realistic atmospheric conditions, fairway lies 

and ball spins. Or, compete against players from talk trash on the greens and no tee times are 


around the country in National Tournament mode. ever required. Hot Shots Golf 3. Golf for the people. 
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@ Welcome to the world’s 


best PlayStation 2 magazine 


LIGHTS, CAMERA... PLAYSTATION 2! 


he rest of the world is starting to find 

out what we hardcore gamers have 

known all along: that games are inher- 
ently better than films. Hey, movies are great, 
but let’s look at it this way: if Blade III were to 
stink, you'd be stuck in dullsville for two hours. 
But with the game, even if it were lame you 
could at least get some payback by making 
Wesley Snipes jump to his death. 















.| time is Clue. Seeing three 


The point being, movie games are finally 
getting the love (and development budgets) 
they deserve. Games like Lord of the Rings and 
the new Bond prove that today’s movie games 
are about more than just making an easy buck. 

By the way, be sure to check out our new 
“How To” section in Strategies. There you'll 
find loads of hot tips for a wide variety of 


today’s top games! » CHRIS SLATE 


STEE FROST 
Lt HEN rTAVJE 


SENIOR EDITOR 


DISLIKES: Mystery movies 
HOBBIES: sonre mysteries 








ra to say that one of 
my favorite movies of all 


different endings was cool. 








CHRIS SLATE Editor-In-Chief 


EXPERIMENT. 





LIKES: Games that make you think creatively 


RANDY NELSON 
REVIEWS EDITOR 
LIKES: Iron Chef 
HOBBIES: bec! Collecting 


4 Definitely Pee-Wee’s Big 


Adventure. | must have 
seen it at least 100 times 
and counting — heh-heh! 


“Movie games are finally 
getting the love (and develop- 
ment budgets) they deserve” 





















ILL DONOHUI 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: ee CDs! 
Your fav 0 
I'd have to say y bocsty, 
but only because of all the 
empty beer bottles and 
wasted groupies at home. 














ART DIRECTOR 


LIKES: Frontier House 
HOBBIES: Fence mune 


Cat Pophe btn basta 
Kinski. | was fifteen. She 
was naked. | made my 


=" | friends sit through it twice. 





HOBBIES: Comics, hoops, J-Pop, movies, anime, DVDs 


Your favorite movie? 

Man, that’s a tough one. There are so many cinematic 
masterpieces that have lifted the artform to new 
levels... | guess | would pick Transformers: The Movie. 






ERIC BRATCHER 
ASSOCIATE EDITOR 
LIKES: Heavy Metal 
HOBBIES: Cow anes 
1 hate n movies. The controls 
are always sloppy, and their 
gameplay is always just so 
linear. I'll stick to my PS2. 








GARY LIEW Associate 
ART DIRECTOR 

LIKES: Trading Spaces 
HOBBIES: Wearing earplugs 





Only life is being a movie 
with Zoomo. And now | am 
complaining about all the 
damn commercials. 


James Bond and the heroes of The Lord of the Rings leading the way, 


i t’s all-out movie madness as the silver screen comes to the PS2! With 


movie games are finally... well, good. See for yourself on page 47! 
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HOT-HEADED. COLD BLOODED... —________— 


EAT RAST 





Ultra bad balnty hunting maforeqcle 


Jon st grantor nin RRR MESON 








> Third and first person cold blooded gameplay - Cutting-edge stealth action 








Meet Jack Wade. He's just woken up froma coma to discover he's missing most of his life - his memories, identity.even his mind. 
Now he must embark on a quest filled with mystery. murder and carnage in search of himself. 
Along the way he will confront ruthless killers. serpentine plots and his own enigmatic past. 


veer HEADHUNTER. 


“Headhunter i5 already looking like it has what it takes to stand in the same place a5 Syphon Filter or Metal Gear Solid.” - OFM, January 2002 


| | 
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www.acclaim.com 
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CAST MIGHTY SPELLS AS MERLIN, THWARTING INTENSE STRATEGY IS THE KEY TO VICTORY 


EPIC ACTION LETS YOU SLASH YOUR WAY TO 


AS YOUR TROOPS LAY SIEGE TO ENEMY 


EVIL WITH MAGIC AS THE LEGEND UNFOLDS 
FORTRESSES AND HELP RESTORE GLORY TO 


WITH LEGION’S ROLE-PLAYING EXPERIENCE. 


VICTORY AS KING ARTHUR, WHO WIELDS 


EXCALIBUR IN A RUTHLESS CRUSADE 


THE KINGDOM OF CAMELOT. 


THROUGH HEROIC BATTLES. 


MIDWAY — 





WWw.midway.com 
/ 
GENDS AREN’T BORN. 
THEY’RE FORGED. 
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THAT'S 
RIGHT, BACK IT 
ON UP... 


"GETTING 
AWAY” WOULD BE 


REMEMBER WHERE 
I PARKED THE /@ 
DAMN CAR/ 


- A LOT EASIER... 7 
Vf. is 
n COULD 





> FIRST TEST 
of PS2 Online! 


Our spies have reported 
in on Sony’s upcoming 
network gaming service, 
with impressions of the 
first online PS2 games! 
See the future NOW! 






> THE GETAWAY 
—GTA3 Killer? 


| Sony has not only made 
| a great-looking game in 


__| the Grand Theft Auto 
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CAR FOR MY KID’S B es 
BIRTHDAY, ” YO, 
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mold, but they’ve added 
the ability to go inside of 
buildings and more! 


> Platformers 
on Parade 


Jak and Daxter was just a 
warm up. Sony’s top two 
games this year are 
platformers, and there 
are plenty more where 
those came from! 





> Check out TONY 
HAWK 4, dude! 


The Hawkster is back 
with crazier moves and 
the most outrageous 
levels yet! Turn on over to 
Monitor to drool over 
these first screens! 


MONITOR > I6 
16 > TOP STORY 


Hot new platformers are storming PS2! 
28 > CHECKPOINT 


REVIEWS > 31 
32 > GAME OF THE MONTH 


Medal Of Honor Frontline is a must-buy! 


42 > SCOREBOARD 
PREVIEWS > 65 


Rayman 3, Rygar, Grandia and more! 


GAME INDEX 


C-l2: Final Resistance 74 
Dr. Muto 70 
Dragon's Lair 3D 72 
FIFA World Cup 2002 40 
Freekstyle 34, 88 
The Getaway 73 
Grandia Xtreme 78 
Grand Theft Auto 3 +=] 
GTC Africa 40, 87 
Metal Gear Solid 87 
MOH Frontline 32, 82, 88 
Mr. Mosquito += 
No One Lives Forever 88 
Primal 68 
Ratchet & Clank 
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Medal of Honor & our new How To section! 


8” OW YOU CAN 
lL PLAY AS ME IN 


psm, | said 
What you wanted 
-~ where are 
the photos of 
mary jane? 


86 > HOW TO 
90 > CODES 


LETTERS > 92 


We answer your questions and put 
goofy word balloons in people’s mouths. 


RESET > 97 


Get a jump on everyone else and 
find out what’s gonna be hot next issue! 


Rayman 3 79 
Rugar 76 
Scooby-Doo: 100 Frights 40 
Sly Cooper 75 
Spider-Man: The Movie 38 
Spyro: Enter Dragonfly 70 
SW Racer Revenge 87 
Tiger Woods PGA‘O2 90 
Ty The Tasmanian Tiger 71 
Test Drive 37, 86 
UFC Throwdown 36, 87 
Virtua Fighter 4 =|) 
Way Of The Samurai 39, 86 
World Of Outlaws =|] 
W.R.C. 30 
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Get your FIRST FULL LOOK at 


these two huge titles, plus SEVEN 
MORE movie games for your PSe! 


THE PSM : 
MISSION STATEMENT 


hardcore gamers that support and drive this » 
industry. This is NOT a “mass-market” magazine. We 
don’t focus on “fun for the whole family,’ or waste 
Space interviewing movie stars that have nothing to 
do with games. That’s just not what we're into. 

PSM is also proudly independent. We have no 
official corporate sponsor, so you can trust that our 
reviews and opinions will always be 100% our own. 
Our readers always come first, and we would never, 
EVER betray your trust. This is our promise to you, — 
the hardcore PlayStation gamer, who deserves — 
nothing less, Now let’s get this issue going! 
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, sik. [VE SERVED MY TIME IN. HELL. 


Violence J PlayStation.e MEDAL OF HONOR ALLIED ASSAULT AVAILABLE ON PC. 











bg ha ate 








**** Inne 6th 0600 hours. Omaha Beach. D-day. 


After three years of enemy occupation, the journey to take back France will be perilous. —— ey : 
MEDAL 2 
Beware. If the hypothermia, underwater mines and Belgian Gates don’t kill you, there SCO eye 


will be plenty of Nazis awaiting your arrival only too glad to help finish the job. i LOINGEE By iB 


YOU DON’T PLAY, 
Godspeed, soldier. Save yourself. Save France. Then save the world. Enlist at moh.ea.com YOU VOLUNTEER. 
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(MONITOR 


Your inside look at this month’s 
hot topics, gear, and games 
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CTT, hat do a thieving raccoon, an intergalactic 
[ tinkerer, and a pint-sized robot with a sur- 

prisingly baritone voice have in common? 
They're all the Next Big Things for 2002 by Sony’s 
reckoning — honest to goodness platform game 
superstars in the making. 

The kleptomaniacal raccoon in question is Sly 
Cooper, star of the Sucker Punch-developed (and 
giggle inducing-titled) Sly Cooper and the Thievius 
Raccoonus, while wrench head and ’bot team up in 
Ratchet & Clank, the latest creation from Spyro the 
Dragon masterminds Insomniac Games. Much like 
Naughty Dog's stunning Jak and Daxter, both games 
have been kept under tight wraps for more than two 
years — and both are at the top of Sony’s “secret 
weapon.” list against its struggling competitors. 

They're not alone either: no less than six high- remem 
profile platform games are waiting in the wings for the year 


release this year, with more to be announced. 
introduced to 


Not only will 2002 see one of the largest influxes of more new plat 
platformers since the 16-bit era, but it will also be forming stars 
remembered as the year we were introduced to 9 
more new platforming stars than ever. In addition to than ever’ 
Sly Cooper and the pairing of Ratchet & Clank, EA is 
jumping back into the mascot pool for the first time getting in on the action with the oddball Dr. Muto. Rayman outing, subtitled 
in years with its Tasmanian tiger Ty, while Midway’s These guys all have big shoes to fill, with series like Hoodlum Havoc. 

Crash, Spyro, and Jak and Daxter already vying The most notable icon missing from the bunch 
for territory on planet PlayStation. is longtime PlayStation “spokesanimal” Crash 


WH AT po STORY Bandicoot, who saw his first stint of PS2 in last 
year’s mostly average Wrath of Cortex. 








“Thi 


will be 





YOU THINK? GRAPHICS . 33% _ Of course, sequels will play a role 





We asked visitors to our T% in this year’s platforming 
Dilan RAR aaldey | landscape. Spyro the Dragon is Speaking of Crash, what’s up with the crew at 
platform games needs arta / back (sans original creators Naughty Dog? Well, they won't have a game at this 
the most improvement. 9% Insomniac Games) in what year’s E3, but they’re definitely cooking something 
Tae wa uy, promises to be his biggest up at their Santa Monica, California headquarters. 
writing and stop reheating LEVEL / adventure yet, while the texture- The good money’s on their next project: a sequel to 
the same old concepts... DESIGN 7 map magicians at Ubi Soft’s French _last year’s Jak and Daxter: The Precursor Legacy, 
ie ‘ offices are hard at work on a new but you never quite know with these guys. We do 
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know that their next project will be getting 
design help from the gurus at Cerny 
Games, though; more on them in a bit... 


Now more than ever, it’s clear that Sony is 
taking the battle to Nintendo on its “home 
turf”. The “Big N” has benefited in no 
small way from platforming hits like Mario 
Bros., and Sony obviously sees this most 
universal of all genres as a key ingredient 





from Cerny Games, a Southern California 
cadre of gaming “consultants”, headed by 
Universal Interactive alumni Mark Cerny. 
Like a BASF of the videogame world — 
“they don’t make the games we play, they 
make the games we play better” — 
they've studied the masters, spent time in 
the trenches, and advise platform game 
creators on play mechanics and other 
aspects of the “artform”. 

This year, it’s Ratchet & Clank that’s 
receiving their fine-tuning; 
previous projects for the 
team have included Jak 
and Daxter and Spyro: 
Enter the Dragon. 


The year is still relatively 
young (and we've yet to 
return from E3), so the 
chances of more big 
platformers being 
announced are actually 
pretty good. In fact, 
we're aware of at least 


ODD APE OUT» 


grown-up looking lead 
character is actually the cousin 
of Spike from the first game 
and his monkey pal is... well, 
just too damn cute for words. 
Plus, you just can’t beat new 
items like a banana-scented 
boomerang (for luring 
monkeys) or a squirt gun for 
extinguishing fires. 

So, it looks great, but that 
doesn’t seem to be enough for 
Sony. While its plate is already 
full with Ratchet & Clank and 
Sly Cooper, it has yet to express 
any interest in bringing Ape 
Escape 2 stateside. In fact, 
there's even a chance that it 
will arrive from another 
publisher altogether. 

Hopefully we'll know more 
about AE2’s fate in time for our 
E3 issue next month, so keep 
those fingers crossed! 


0 look at the 
PlayStation platform- 
ing genre would be 


complete without mentioning 
its best-ever offering: Ape 
Escape. This often overlooked 
— but totally amazing — game 
is getting a second chapter in 
Japan, and as this latest shot 
shows, it’s looking hot! 

Not to be confused with the 
lackluster Japan-only "side 
story" Piposauru 200%, this 
game is a true sequel to the 
1999 PSone great that 
pioneered dual-stick 
DualShock control. The control 
scheme might not seem as 
freshly innovative this time 
around, but we're already 
seeing some big graphical 
enhancements and — drumroll 
please — a new helper 
monkey! The new, more 





Sly Cooper and the Thievius Raccoonus — strange name, stunning 
game. Along with Ratchet & Clank, it marks Sony’s latest attempt 
gain more ground as a premiere first-party powerhouse. 


two more big projects in 
the works, one of which 


to expanding PS2’s mainstream success. 

While the chances of anyone producing 
a title that truly wallops Shigeru “Father of 
Mario” Miyamato’s effort is admittedly 
slimmer than slim, we can’t help but think 
that Sony’s rollout of two mammoth plat- 
formers in one year is an attempt to lure 
gamers away from the potential brilliance 
of Super Mario Sunshine. 


For two years running, one of the biggest 
platformers of the year is getting a leg up 






p> 


STAR POTENTIA 


is pegged for 2002 
release, but are sworn to secrecy for the 
time being — sorry! Then there are 
known, yet still distant, quantities (such 
as Maximo 2) which may or may not see 
the light of day (let alone be released) 
this year. 

No matter what, it’s clear to see that 
this is a great time to be a platform game 
fan... especially one who owns a PS2. Be 
sure to check out our full previews of all 
six announced games later on in this issue 
— and start working out those those 
thumb muscles! 
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We can only hope that 


Ape Escape 2's designers 


have dreamt up even cooler _ 
gadgets for our hero to use 
this time around. Having 
helper monkey’s a good 
start, though. 












PS2 has six high-profile platformers on the way, each with something different to offer. Here's our 
early analysis. Don’t forget to check out our full previews of each game later in the issue! 
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cing and release dates. 


==GRAN TURISMO 4 ON 
TRACK FOR NEXT YEAR 











Sony’s Inte! 


>> SONY READI 
NEW DVO DRIVERS 
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> >MORE GREATEST 
HITS ANNOUNCED 





h games like G 
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TONY HAWK 4 
UNLEASHED! 


Bigger levels! Badder tricks! The world’s 
greatest skating series is back for 


hile titles like Shaun 

Murray’s Pro Wakeboarder 

and Kelly Slater’s Pro Surfer 
definitely look great, Activision has 
finally given us our first in-person 
glimpse of the most eagerly anticipat- 
ed game in the O2 line: Tony Hawk’s 
Pro Skater 4. 

The most immediately noticeable 
feature of THPS4 is that the worlds 
are bigger and more alive than ever. 
The vast, college-themed level we 
saw included a stadium, a parking 
garage, a grassy park with both bas- 
ketball and tennis courts (at which 
Tony actually played some tennis, 
using his skateboard as a racket), and 
several academic-looking buildings, all 
interlocked by a functioning street 
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A The city zoo, above, is one new level — 
but can you trick off the elephants? < Cars, 
inset left, can now be fully incorporated into 
ever-more-complex trick strings. 


system, complete with storefronts and 
traffic. Of course, there are also non- 
player characters everywhere — in 
fact, they are responsible for issuing 
you each level's objectives, so it pays 
to talk to everyone you can. 

There are also a few new moves. 
Among these are the car plant, with 
which you can ride moving vehicles, 
and the spine transfer, which enables 
you to transfer from one bowl to 
another without breaking your combo 
line. For instance, when our demoer 
came upon a chain of moving parade 
floats all shaped suspiciously like 
ramps, she nailed a killer 
combo which took her all 
the way from the back of 
the parade to the front. 

Needless to say, we 
can’t wait to learn more 
about this classic in the 
making — especially the 
online components. 


4 Skaters can actually play 
tennis on this court using 
their boards as rackets! 


more on PS2 











Pa 


WHERE’S THE 
SEGA LOVE? 


Gungrave and Shinobi \ook 
great, but what's with Xbox 
getting all of Sega's really big- 
name games this season? It’s a 
nice piece of hardware, but if 
Sega wants to make money, it’s 
going to have to back the 
market leader — it’s as simple 
as that. 


APE ESCAPE 2 


IN LIMBO 

How can Sony not want to 
publish this hot-looking plat- 
former in the U.S.? At least 
chances are good that another 
publisher will pick it up (maybe 
even by E3), but c'mon, guys — 
the first game only sold so 
poorly because its wasn’t 
marketed properly. If Nintendo 
had marketed it, it could have 
been a million-seller! 








5 = j sine = cS 
“That Ivy said | wasn’t ‘well-groomed: See how she likes this!” 
Soul Calibur’s Mitsurugi shows off the game’s amazing detail. 


HIGH-RES 
CALIBUR 


ow does Namco do it? Every time we 
=| see something new on Soul Calibur 2, 

it just keeps looking better and 
better. Everything from the lighting to the 
texture-maps has been improved over the 
last time we saw the game a few issues 
back. And pinch us if we're dreaming, but 
are the character models even more 
detailed? Cripes! 

Regardless of the technical hijinx 
going on behind the scenes, in front 
of the virtual camera a new hs 
sword-swinging combatant has hit 4 .- 
the “stage of history”. Rafaelisa 
French fencer with long blonde hair, / 
finely-tailored duds, a very sharp saber, 
and a unique fighting style that should 
lend even more depth to the game's 
diverse roster. / 

Namco unfortunately hasn’t/pegged 
down US. release details for the PS2 
version of Soul Calibur 2 as of press time, 
but we're hoping to learn more soon. Until 
then, scope out these shots carefully — 
we wouldn’t want your eyes to melt! 


ae ~) 































Rafael, above and left, uses 
his finely-honed fencing skills 
# (and sense of fashion) to slice 
§ and dice opponents. Old 
" faves like the nunchuk- 

" wielding Maxi, below, are 
™ looking better than ever. 


= 
= 
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Kingdom Hearts 
Lands Hollywood’s 
Best Voice Talent 


is voice is 
real, but the 
character 


he'll be portraying 
is not. Square has 
revealed that Child 
actor Haley Joel 
Osment (A./., The Sixth 
Sense) will be lending 
his voice to its action- 
RPG Kingdom Hearts in 
the role of player 
character Sora. 

Osment leads a fairly 
remarkable cast of 
Hollywood and TV 
talent chosen to 
voice the game's 
Square-created 
characters, 
including Hayden 
Panettiere (Ally McBeal) as Kairi and David 
Gallagher (Seventh Heaven) as Riku. Square has 
also called up Sean Austin (Samwise Gamgee in 
The Lord of the Rings), David Boreanaz (TV's 
Angel), and Christy Romano from Even Stevens 
for the project. 

As for the game’s Disney characters, 
Disney’s in-house actors will be providing their 
chatter, so expect faithful voiceovers. Kingdom 
Hearts is set to debut on PS2 in time for 
Christmas, and Square promises more big- 
name voice talent announcements soon, so 
keep checking PSM for the latest. 
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HEAD 1s HEAD 


Sequels vs. Original Games 


CHRIS: Y’know, Randy, I'm getting pretty tired 
of all these sequels. | mean, c’mon — | haven't seen 
so many “2”s and “3”s since | schooled you on the 
court last week. Where's the originality? 


Whatcha gonna do? Game publishers 
have to bank on sure things, and | have to admit 
that there are certain series | wouldn't mind seeing 
more of, like Jak and Daxter or Devil May Cry. 


CHRIS: Too many developers just want to dish 
out more of the same for two, three, heck — even 
six or seven games! Unless they take risks, that 
NEXT big franchise might never get made. 


Risky games take more money than 
pumping out a sequel. Publishers need sequels to 
finance their risks. And when big original titles like 
Jak and Daxter don’t break the top 10, it says a 

LOT about the mainstream mindset, too. 


CHRIS: Okay, so we all have to suffer reheated 
leftovers because the “mainstream” only likes what 
it already knows? And if original games sell so much 
less, how did these series ever get started in the 
first place? | don’t want to live in Sequel Hell just 
because some idiot can’t decide for themselves 

what makes a good game! 


Geez, man — don't blow it out of pro- 
portion! The new game to sequel ratio isn’t THAT 
BAD. It’s just one offshoot of PS2 being such a 
mainstream machine. There'll still be plenty of 
fresh concepts and good sequels, too. As for the 
junk, well, we'll just have to wade through it. 


THE LAST WORD 


CHRIS: Maybe it’s just the 
hardcore gamer in me, but | 
don’t think I can stand 10 
rehashings of the same 

series just to get one 
really cool original 
game from the 
same company. 
Say “no 
more!” and 
vote with 
» your dollars 
— maybe 
they'll hear 
us! 
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RANDY: | don’t like cookie- 
cutter sequels, but they're a 
necessary evil of the 
videogame industry. | don’t 
think original ideas are 

a dying breed, but as 

long as sequels 

continue to sell so 

well, we're 

just 

going to 

havetolearn / 

to live with (if / 

not love) 

them. 


JAPAN 
GAMING 
PULSE 


by AKIRA TEBIKO 


Konichiwa, fellow otakus! Akira 
Tebiko coming to you again with 
the latest news and views from 
the gaming metropolis of Tokyo. 

This month, I’ve been playing 
a lot of Winning Eleven soccer 
from Konami — you should have 
seen the lines for this game 
when it hit the shelves in 
Akihabara. Unreal! It came out 
here the same day as Halo for 
Xbox, and some people thought 
the lines were actually for that 
instead. Oops... 


USED GAMES ARE GO! 
One thing | hadn't been playing a 
lot of up until recently were used 
PS2 games. You see, up until a 
couple of weeks ago, it wasn’t 
legal for stores to sell used 
videogames in Japan! 

| know that sounds silly in 
America, where used games have 
always been around, but here 
there were actually “No Resale” 
stickers on the boxes. We'll have 
to wait and see how this affects 
sales of new copies, but seeing 
how we usually like to buy games 
on their first day out, it probably 
won't hurt them too much. 


THE TGS THAT WASN'T 

So we've got used games, but 
the one thing we didn’t get this 
spring was a Tokyo Game Show. 
It feels so weird not to head out 
to the Makuhari Messe (about 
an hour outside of Tokyo near 
Chiba prefecture) and wander 
the halls of Japan's biggest 
gaming event. 

Attendance was down last 
year, so the organizers decided 
to only hold the fall show this 
year. Since the game companies 
won't be able to show their 
wares twice in 2002, there will 
probably be more surprises 
than ever when the exhibition 
finally rolls into town in a few 
months. | can’t wait! 


FINALLY, FANTASY 

Luckily, | won’t have to wait much 
longer for my own copy of Final 
Fantasy XI. As | write this, the 
beta test has wrapped up (I 
wasn’t chosen! Gah!) and the 
game's due on shelves in just a 
couple of weeks. 

It should be really interesting 
to see how many gamers lay out 
the cash for the game, hard disk, 
network adapter, and phone 
charges. FF games normally sell 
more than 1 million copies, but | 
have my doubts about this one. 

| wonder if there will even be 
lines in Akihabara? Hmm... well, 
in any event, I’ll be back with the 
buzz from my side of the sea 
next month, so keep an eye out! 
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OVER 600 STORES NATIONWIDE 


AOL KEYWORD: EBGAMES 


e 
. af 
rae canes 
of} eeping with this month's look at 
ra platform games, we've got a 
rie 4 blast from the past for you: pro- 
duction sketches for Jak And Daxter 
showing the game's leading man as he 
originally appeared. Jak went through 


several very different incarnations before 









The shocking origins of Naughty Dog’s latest hero 


different early on, we can only imagine how 
different the rest of the game's visual design 
would have been! For his part, Daxter always 
looked sort of cat-like — only he had a lot 
more of a exagerated “Looney Tunes” style 
going on at first. 










reaching his final quasi-elvish self, 


A little more pizzazz, 


in human form. almost sci-fi-ish. 


P= VERSUS MODE | 





ROUND ONE: Background | 


Ash: Wise-cracking Crash: Genetically-engineered | 
bad-ass, works at S-Mart Bandicoot, not very smart 





Ash: Reads from the Necro- Crash: Can't read 
nomicon, summoning evil dead 





ROUND TWO: Coo! Factor 


| Ash: A hit with ladies, says Crash: Only lady he knows is 
“give me some sugar, baby!” his sister — d’oh! 


a  . 
Ash: Catch phrases: “Come get Crash: Doesn't have any 
some; “Hail to the king, baby!” catch phrases — he can't talk 


ROUND THREE: Combat Readiness 


Ash: Gores zombies with Crash: Bores foes with “Crash 
sawed-off shotgun and axe Dance” and belly-flop attack 








Ash: Has a chainsaw where 
his right hand used to be 


Crash: Has an empty space 
where his brain used to be 








\ including human and squirrel-like forms. 
Pretty weird, eh? If Jak looked that 


Animal concept one: 
Jak the squirrel. 


We'd have to agree with Naughty Dog 
that its final pass with Jak was the best, 
but it’s still cool to see the evolution of a big 
PS2 star. You've come a long way, Jakie! 


Animal concept two: dig 
those dreads! 


PS2 gets the Goofy-est golf 
game yet! 


ot on the cleated heels of Sony’s Hot Shots Golf 
[| 3, EA is preparing its own “golf for everyone” 

featuring a host of Disney’s most popular char- 
acters as playable golfers — minus Mickey Mouse, that 
is. He will provide narration for course fly-bys, however. 
Donald, Goofy, and other favorites will take to the 
fairway on six extra-colorful courses, and have access 
to swing power-ups and other special items. Disney 
Golf will be released this summer, and we'll have more 
on the game soon. 


Don’t quack up, Donald: the courses look lush, butthe 
gameplay isn’t pure sim. 3 
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he seasoned 

commanding 
officer behind EA’s latest WWII 
shooter takes us inside the devel- 
opment bunker... 


Each passing year sees the produc- 
tion quality of the game industry 
evolve to align itself more closely 
with that of film. Games have 
become more story-driven, replete 
with complex cinematic cut scenes, 
an array of recognizable actors, fan- 
tastically sculpted environments, and 
original musical scores and sound 
designs to boot. With the advent of 
recent, increasingly robust game 
systems led by the PS2, this push for 
film-like quality is stronger than ever, 
and game developers across the 
board are feeling the heightened 
expectations of the consumer. 

From the very beginning of the 
production process for Medal of Honor 
Frontline, we were constantly aware 
of one thing: Frontline would be 
hitting the shelves two years into the 
lifespan of the PS2. Therefore, we 
would benefit from the added time 
(further fleshing out how the 
hardware could best serve our needs), 
as well as the “lessons learned” from 
early launch titles. At the same time, 
however, we would be held to a 
higher standard because of it. 

Attention to detail has always 
been a hallmark of the Medal of 
Honor series, and it became obvious 
less than a year into full-scale pro- 
duction that the increased level of 
detail (in every area) we would be 
able to achieve on Frontline began to 
quickly surpass our team size. 
(Strangely, even with the similarities 
between games and film in-produc- 
tion needs and content scope, 
gaming staffs have remained 
minuscule by comparison.) Our 
solution: increase the size of the 
team, and specialize. 

By the end of the production cycle, 
the team had almost doubled in size, 
and was broken down into more 
minute groups, focusing their expertise 
on very specific areas from Al to 
texturing, modeling, props etc. 
Increasing the effort, and trusting the 
team leads to closely refine and direct 
each of their disciplines has resulted in 
a product where no single area is over- 
looked, and all aspects achieve the 
Medal of Honor quality bar we've set 
for ourselves. I’m incredibly proud of 
Frontline, and the team that created it. 
They're amazingly talented people, and 
| think their attention to detail speaks 
volumes in this title, and is in line with 
the forward direction of our industry. 
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MIB MOST 
WANTED FUGITIVES 


SHARK MOUTH 


Zone Restriction: Restricted 
Species: Charcarcdonii 

Eyes: Watery 

Hair: Nope 

Sex: At your own risk 

Complexion: Scaly 

Special Abilities: Razor~sharp teeth 
have been known to transform slow 
swimmers into lunch meat 
Weaknesses: chubby human legs 
spla ng in the ocean 











ALIASES: Chum Breath, Buzz-Kill, Flipper, Finnigan 


BACKGROUND: With an insatiable appetite for killing, Shark Mouth is the most noterd 

fone Of the most savage and unpleasant ra i universe. Ironically, his species also 
TS ves culturally superior, la their curious enthusiasm for big-budget 

pet biggest local suc , “Sharks,” is r if only for its high body count. 
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Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 
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AT FIRE 
1 


ALEX RODRIGUEZ is on fire, taking one deep and going in spikes high 
in MLB Slugfest 20-03 — the fastest, most exciting, adrenaline-style 
~ baseball videogame you've ever played! 
* Fast-Action Batter/PricheriIntentace & Gameplay — Non-stop, over-the-top, 
DEI fasthalls to) Screaming jine trives to wall-crashing catches, 
+ Real Player Faces — Unbelievable detail, right down to the gum chewing. 
© Over 1500) Outrageous, Animations: — Your favorite Major Leaque Baseball‘ 
’ players making the plays of their-dreams, 


«\Fantasy, Players, & Stadiums — = Power, your jineup or take your game to 
amazing locations, 














WE CALL IT SLUGFEST FOR A REASON 


Slugfest.midway.com 








oint 


This is your one-stop spot to get a handle on the best stuff headed our 
way. Please keep in mind that release dates are always subject to change. 


Checkp 





TITLE GENRE PUBLISHER 








One of several games mimicking the teamed-up 
pair of Jak and Daxter, Sony’s The Mark of Kri went 
straight from its unveiling to store shelves this July. 


SEPTEMBER 


GENRE PUBLISHER 


v Use all the cover 
available to keep from 
becoming a casualty. 





T=} 100% INDEPENDENT PLAYSTATION 2 MAGAZINE > #60 JULY 2002 > WWW.PSMONLINE.COM 





Antz Racing 

Dragon’s Lair 3D 

Dual Hearts 

H2O0verdrive 

Madden NFL 2003 

Mat Hoffman’s Pro BMX 2 
NCAA Football 2K3 

NFL 2K3 

NFL Blitz 2003 

NFL QB Club 2003 

Reign of Fire 

Romance of Three Kingdoms VII 
Run Like Hell 

SOCOM: US Navy SEALs 
Street Hoops 


ul 


Gundam Battle Assault 2 
Madden NFL 2003 


Armada 2: Star Command 
Armored Core 3 

Curse: Eyes of Isis 

Dino Stalker 

Jojo’s Bizarre Adventure 
Kelly Slater’s Pro Surfer 
Kengo 2 

Legend of Legaia 

Need for Speed: Hot Pursuit 2 
NHL 2003 

NHL Hitz 

Onimusha 2: Samurai’s Destiny 
Pac Man Fever 

Rayman Arena 

Robot Alchemic Drive 
Simpsons Skateboarding 
Sly Cooper 

Suikoden 3 

Taz: Wanted 

Tekken 4 

TimeSplitters 2 

Turok: Evolution 

Vexx 

X-Men: Next Dimension 
Worms Blast 


Blade 2 

Defender 

Dr. Muto 

Freaky Flyers 

Ghostmaster 

Grandia Xtreme 

Gundam Federation Vs. Zeon 
Jackie Chan Adventures 
Kingdom Hearts 

The Lost 

Mortal Kombat: Deadly Alliance 
NBA Ballers 

Race of Champions 

Rainbow Six: Ghost Recon 
Return to Castle Wolfenstein 
Spyro: Enter the Dragonfly 


Racing 
Action 
RPG 
Racing 
Sports 
Sports 
Sports 
Sports 
Sports 
Sports 
Action 
Strategy 
Action 
Action 








Action 
Action 
Action 
Fighting 
Sports 
Action 
RPG 
Racing 
Sports 
Sports 
Action 
Action 
Action 
Action 
Sports 
Action 
Litcy 
Action 
Fighting 
Action 
Action 
Action 
Fighting 
Action 





GENRE 


Action 
Action 
Action 
Racing 
Adventure 
Lite 
Action 
Action 
Litcy 


Adventure 
Fighting 
Sports 
Racing 
Action 
Action 
Action 





PUBLISHER 


Vivendi Universal 
Encore Software | 
Atlus 
Crave 

EA 
Activision 
Sega 
Sega 
Midway 
Acclaim 
Bam! Ent. 
Koei 
Interplay 
Sony 
Activision 





UBLISHER 


Metro 3D 
Agetec 
Asylum Ent. 
Capcom 
Capcom 
Activision 
Crave 

Eidos 

EA 

EA Sports 
Midway 
Capcom 
Namco 

Ubi Soft 
Enix 

EA 

Sony 
Konami 
Infogrames 
Namco 
Eidos 
Acclaim 
Acclaim 
Activision | 
Ubi Soft | 





PUBLISH 


Activision 


Midway 
Midway 
Midway 
Vivendi 

Enix 

Bandai 
Encore Software 
Square 

Crave 
Midway 
Midway 
Activision 
Ubi Soft 
Activision 
Universal Int. 


























\ Here’s a look at some of the hottest 
new gear that everyone’s talking about 


\ : 
\ ’ 
$3,000.00-5,000/Available In The Near Future 






{ What has two wheels and flies? The Segway HT, of course. 


For quite the while you've probably been hearing the buzz from a project code- 
named “Ginger” This quasi-scooter was supposed to set precedents for futuristic 
engines and energy use, help cut down pollution, and revolutionize personal trans- 
portation — everything just short of achieving world peace. While the recent unveiling 
of the Segway HT (human transporter) may have fallen short of this fantastic billing, 
leaving folks a bit underwhelmed, prototypes have been welcomed with warm and 
fuzzy reviews from various test and focus groups. 

In the words of its makers, “The Segway HT is the first self-balancing, electric- 
powered personal transporter designed to enhance the productivity of people by 
increasing the distance they can travel and the amount they can carry anywhere 
people walk. It is designed for optimal use in dense urban environments 
providing a non-polluting, short-distance travel solution.” Interestingly, the 
Segway’s Inertial Sensor Assembly is said to be so intuitive that it mimics the 
way humans balance. Still, you'll have to wait a while for the “e,’ “i” and “p” 
consumer versions to see for yourself. For more info, check out 
Www.segway.com. 
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07/09/02 

~ | This hotly anticipated 4-disc 

®) set boasts Dolby Digital 51 

Surround Sound and features 

audio commentary, 

w,| interviews, music videos and 
a photo gallery. 


07/26/02 
Our favorite swinger returns to 
do battle with Dr. Evil and Fat 

| Bastard, making a new 
enemy—Goldmember—in the 
process. In the meantime, he 
courts Foxy Cleopatra. 


2. Black Sheep 07/16/02 2. Men In Black 2 07/03/02 

3. Hart’s War 07/09/02 Agent J (Will Smith) must find Agent K (Tommy Lee Jones) and 
eae “ i it ff h iens. 

4. Jimmy Neutron: Boy Genius 07/02/02 restore his memory in order to help stave off a new oy eB 


3. Reign of Fire 


5. Power Stone Vol. 6: The Last Battlefield Matthew McConaughey is dragon slayer Denton Van Zan, tasked with 


07/02/02 


6. Innerspace: Special Edition 07/23/02 taking down fire-breathers that have overrun the planet. 
7. Ronin Warriors #4: Shadow of Doom _—07/23/02 4. The Crocodile Hunter: Collision Course 07/12/02 

. 7 . Steve Irwin and Co. must save a croc that’s swallowed a top secret 
8. Saint Tail #6: The Crystal Swan 07/16/02 US satellite beacon from poachers who turn out to be special agents. 
9. Backflash 07/16/02 5. K-19: The Widowmaker 07/19/02 
10. Big Wednesday 07/09/02 The titular 1961 Russian ballistic nuclear sub, helmed by Harrison 


Ford, suffers problems with a reactor and almost starts WWIII. 
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This game from the Spyro creators is 
gonna be HUGE. Take the massive 
world of Jak and Daxter, throw in 
weapons, make it look even better, 
and you've got one of the coolest 
looking 3D platformers yet. 


We're just gonna have to wait for 
more screens/info on this mega- 
sequel. That doesn't change the fact 
that it already looks hotter than hell, 
and stands to be even bigger and 
better than the first game — and 
that won't be easy! 





Though its full title is kinda wonky 
(including the words "Thievius" and 
"Raccoonus’), this game's awesome- 
looking cartoon presentation and 
stealthy gameplay create one unique 
mascot game. Bring it on! 


\ 


Fusing survival horror and MGS-style 
mechanics, Lara's new adventure is 
all grown up — and stands to offer a 
LOT more variety than past outings. 
We'll probably be even more pumped 
about this one after playing it at E3. 





finally going online... but when? 
We're dying to play this one as a 
team, but as it stands Square U.S. 
doesn't even have the game running 
yet. D'oh! 


Bond is back and this series has been 
improving over the years, and the 
latest installment is already 

looking great. We love a good FPS 
and we love Bond, so this one's 

got us jacked! 





Okay, so you can't play as Frodo, but 
S all he really did was hide a lot in the 
movie. That aside, EA's action- 
adventure game is shaping up to be 
™) one of the best book-to-movie-to- 

* game adaptations ever. 


rq 
This platform hero’s game plays like i) Bi 
the series has been around for years. © 
The boomerang play mechanicis | 
cool, the environments are big, and r 
his “Poochie”-esque quality is 
actually starting to grow on us. 





x. This game's got a LOT to live up to 


(well, mainly MKiI, really) but from 
what we've seen, it's got the 
potential to deliver. The new fatali- 
ties and on-the-fly fighting style 
changes have us the most excited. 


After playing the Japanese version, 
we can already say that this sequel is 
worthy of the anticipation. We still 
can't wait to dive into full English 
version, though, so we can catch all 
the story nuances. 
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Fully interactive and destructible enuironments— 
If you can shoot it, you can hit it. 
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> CLASSI 


A rare gem; ae highest recommendation 
> OUTSTANDING 

One of the belter games this year 

> VERY GOOD wmusr-Buy 


You can’t go wrong 


> coop 


A solid game 


La \ 
Kind of fun, but no big deal 


> SO-SO 
You've got fo love the subject matter 


> LACKING WARNING 
Big flaws really hurt this game 


> BAD 

Not fun at all 

> AWFUL 

This game is an insult 


> WHY? 


Why would ‘anyone do this fo us? 

























"OUR SCORING SYSTEM 


We take our reviews very seriously. 
We spend hours upon hours play- 
testing each title to give you the 
best information to help you buy. 
Games that score an 8, 9 or 10 
earn a Bronze, Silver or Gold PSM 
Must-Buy award. We don’t hand 
them out easily, so if you see one on 
a review, a game box or advertis- 
ing, be sure to check that game out. 


Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn’t fare as well 
if they were reviewed today. 
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PUBLISHER 


[ELECTRONIC ARTS | 


previous two PSone titles being absolutely,amazing, 
it was only on the PS2 (with its increased graphical 
and audio abilities) that the series was able to truly 
come to life. Frontline absolutely does an amazing 
job of pulling you in and immersing you in the expe- 
rience of war. From the excellent sound effects to 
countless adrenaline-pumping moments, it really 
feels like you're in the middle of a life and death 


HOW IT STACKS UP 


> Deus Ex: The Conspiracy 9 out of 10 
8 out of 10 
8 out of 10 
8 out of 10 


> 007: Agent Under Fire 
> Project Eden 
> Red Faction 


DEVELOPER 
[ELECTRONIC ARTS LA | 
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A While a good number of the missions are solo-based, 
you'll be able to work as part of a team from time to time. 


PAUSE | 


. (Find ‘the: Weapons Stash 
POE OC Find RAR) Abie, Rode 
7 Chtind the il yacanera 
iy CJ Photographs ]uaprints bet 
a eae Wane for the, HO-1x/ 5) My 
Find away Inka the Mandfacturing Plant 

Cy Cestroy the Test egitim m 
CQlexit the Facility vy 


CONTINUE 


A One of the greatest features of this game is the sheer number and variety of the mission objectives. There are so many. 


situation. | actually found myself sweating from 
nervousness and trembling from fear during many 
of the levels. And, needless to say, that doesn’t 
happen in many other games. In fact, | think the 
original Resident Evil was the only other game to do 
that to me. 

Moving on, it’s easy to see that the intelligence 
of the enemy soldiers has dramatically improved 
since the days of the PSone. They react more realis- 
tically, looking for cover or ways to get the upper 
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hand on you. They’ll even try to outflank or get a 
sniper on you from a distance. Generally, they 
present a good challenge that isn’t just tipped in 
their favor because of sheer numbers, but rather 
because of their thinking abilities. Unfortunately, 
however, this isn’t always the case. You'll also come 
across a decent number of enemies that just stand 
there, in the open, trying to reload their weapons, 
despite that fact that you have a clear shot at them. 
Apparently not all of them got a passing grade in 


A You can sometimes eo eee the troops to surrender if you 
manage to sneak up on them. Just don’t turn your back. 


“Finding Cover 101”. Go figure. 

Anyway, since framerates are so important for 
games in this genre, | paid careful attention to it in 
Frontline. And, fortunately, while it tended to 
fluctuate from time to time, | never found it to be 
too problematic during combat conditions. Granted, 
a magical 60fps would have been great, but | can’t 
complain too much, especially when you consider 
that the entire game generally moves quite 
smoothly. This is even true during levels where 
there's a lot going on, such as the Omaha Beach 
mission that begins the game. 

Aside from those complaints and the fact the 
difficulty curve could have been a bit smoother, 
there isn’t much more | can say negatively about this 


ARMED TO THE TEETH 


Those of you familiar with the MOH series 
will be happy to know that virtually all of 
your favorite weapons return in this PS2 
sequel. However, they’ve also got some 
brand new friends to keep them company. 


AY From grenades to bazookas, this game has everything 
you'll need to blow up those pesky German soldiers. Just 
don’t run out of ammo, whatever you do. 


PSM _BREAKDOWR 


A The compass is an all- 
in-one tool that shows 
your health, the 
direction you're currently 
heading in and the 
direction you should be 
heading in. Brilliant. 


> There are a large number of weapons in the 
game, each with their own strengths. However, 


you really need to keep your eye on the amount of 


ammo that you have. Run dry and you're dead. 


00033 


Eee SELECT 


REVIEWS <x 


An up-close look at 
the game in action 


mj The enemy 
soldiers feature a 
larger number of 
animations and 
greatly increased 
intelligence. They'll 
actually grab hold ; 
of a rail and attempt | 
to pull themselves 
up, despite being 
shot. Now, that’s 
some determination. 








“| actually found myself sweating from nervousness 
and trembling from fear during many of the levels” 


game. Frontline does a wonderful job of building 
upon the Medal of Honor franchise without diluting 
it. There are a large number of missions and the 
variety in them should please all but the most jaded 
of gamers. If you’re even remotely a fan of first 
person shooters, then make sure to set your sights 


OUTSTANDING 


A brilliant single player experience that 
surpasses virtually everything else in the 
genre. This is easily the best MOH title yet. 


FINAL SCORE /10 


A The explosions look way cool! 


on this title. It may not be completely innovative, but 
it’s definitely a perfect example of what makes this 
genre so great and a testament to the love and care 
that the developers obviously put into it. EA defi- 
nitely hit close to the bullseye with this one. 

> Stephen Frost 


K 


Y The developers have really outdone themselves and 
loaded up these environments with so much detail. 
Virtually everything can be interacted with. 
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here’s no shortage of motocross titles, 

and it behooves games to separate 

themselves from the crowded field. EA 
Sports, sponsor of AMA Supercross, offers 
something unique with Freekstyle. Never has 
motocross flown so far over the top. However, one 
pack it cannot distance itself from — for better or 


OW IT STAC 


4 > Freekstule 






EA Sports Big’s tricky racer gets dirty 


worse — is SSX, Tricky, and Sled Storm. As 
expected, Freekstyle merely tweaks Big’s entirely 
familiar, albeit brilliant, formula. 

Freekstyle is quite preoccupied with its stylized 
presentation of the characters and action. The 
announcer and eight grandstanding riders (many of 
whom are freestyle motocross headliners) are about 
as obnoxious as Homer Simpson's “Poochie”. Fueled 
by an angry young man soundtrack, the six fantasy 
circuit racing venues and three freestyle tracks don’t 
shy away from the use of long ramps, moguls, 
beveled turns, pyrotechnics, and jumbotrons. 

Give fledgling developer Page 44 credit. The 
“themed” course designs palatable to motocross 
fans are creatively constructed with a good fun 










es 
: 
bus 
¥ 


bee 
f¢fea 


CAN’ 


= 
Fi 


2} 


eye) 


| 
I /1@ 


FINAL SCORE 


{=A} 100% INDEPENDENT PLAYSTATION 2 MAGAZINE > #60 JULY 2002 > WWW.PSMONLINE.cCOM 





factor, although with fewer and less elaborate 
shortcuts than we're used to. The trick system 
makes for well more than 100 moves, many 
common to all riders, some specific to particular 
bikes (three button tricks), and one unique to each 
rider. However, there are also 130 recognized special 
combinations and extra points for late landings. 

The shortcomings include poor crash animations 
and control that is simply not as silky as the SSX 
games: As in Sled Storm, surroundings often cause 
you to crash with the slightest contact. Crashes send 
you to predetermined restart points, sometimes far 
behind you. The three stages of each circuit race, 
consisting of three loops and often eight or nine 
minutes each, make some courses repetitive and 
exhausting. This is particularly true since you'll see a 
lot of each course, with difficulty from the get-go 
skewed a little hard. It’s tough to gain ground on 
opponents. Sometimes only a near-perfect race lets 
you advance to the next track. 

> Tommy Layton 


Freekstyle blazes new trails in motocross, but certainly not in trick-based 
racing. This is a solid racer recapitalized from Big’s formula, but certainly 
not the pick of its litter. 
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his is the third version of the Ultimate 

Fighting Championship to come to 

videogames and the first for the PS2. 
While it’s a step down graphically from its recent 
Xbox counterpart, the realistic gameplay and 
exciting premise of “ultimate fighting” makes UFC 
Throwdown a top-shelf fighting game. 

UFC Throwdown tries hard to be a scrupulously 
authentic simulation of an athletic competition, 
using the backdrop of the world’s premier full- 
contact event. You step into the Octagon to unleash 
punches and kicks, and if (as so often happens) the 
fight goes to the ground, you can use a wide variety 
of submission holds and wrestling techniques to 
finish your opponent. 


| > Virtua Fighter 4 out of Il 
_2 > UFC Throwdown 8 out of 10 
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Guilty 


Legends Of Wrestlina 


Forget fireballs — this is real fighting! 


Throwdown does a great job adapting the chess- 
like war of techniques, requiring a knack for timing 
as you try to counter submission attempts and 
maneuver into an advantageous position. Each of 
the 26 UFC fighters has his own style and special 
techniques, with some guys favoring heavy-handed 
strikes and others relying on technical grappling. 

There’s much more strategy required here than in 
your normal fighting game. There's no set energy 
bar to whittle away at — victory can come with any 
KO punch (even on a rested opponent) or at the end 
of a brutal effort to wear the other guy down. Plus, 
a Crafty submission can end it at any time. 


Psi 
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Great for hardcore UFC fans or anyone who 
loves fighting games. It has realistic 
fighting with well-modeled UFC warriors. 


Te tarios Newton > Jecemyo apn 





Graphically, the fighter models are not nearly as 
sharp or high-polygon as in the Xbox version. 
Luckily, the textures are first-rate, so each fighter is 
accurately modeled right down to individual real-life 
tattoos. | also love the blood effects, which smear 
realistically on the mat. 

The new additions to the franchise: a souped-up 
Career Mode, a deep and varied Create-A-Fighter 
Mode, and a cool Training Mode that lets you 
develop new skills. 

UFC Throwdown is a deeper game than any of 
its UFC predecessors, but it comes with a dimin- 
ished graphical punch. For fighting fans, it’s going to 
be money well spent, and an addictive game 
whether you're a hardcore UFC fan or a newbie. 

> Daniel Morris 
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Flashy cars in middle-of-the-road races 


he Test Drive legacy has been “reborn” 

(or at least restarted) on PS2, keeping 

the concept of super-exotic cars and 
extending the races globally to San Francisco, Tokyo, 
London, and Monaco in Fast and the Furious- 
inspired underground competitions. The radar 
detector and cop chases that the series introduced 
are back as well, but other than that, there isn’t a 
lot that sets this racer apart from the pack. 

That’s not to say it isn’t fun. The control is very 

solid, the selection of cars is great, and there are 


_ HOW IT ain UP 


2 > Bumout 
} > Midnight Club 


lots of races to compete in. Throw in Burnout-style 
traffic patterns (but not the same degree of crazy 
crashes) and the thrill factor ratchets up a notch or 
two. It’s also one of the best looking PS2 racers — 
it’s fast as hell, the car models look great, and the 
textures are nice and detailed. (The long load times 
stink, though.) 

Unfortunately, despite the cosmetically different 
locales and multiple race types (which include 
circuit, point-to-point, and drag race among others) 
every race feels similar. The city-based circuits don’t 
boast the same finely-tweaked layouts of a Ridge 
Racer or Gran Turismo, so you never really feel the 
satisfaction that comes from “mastering” a particu- 
lar course — they just kind of flow together. 

Test Drive still presents a solid challenge and 
enough thrills for most racing fans. With a little more 
polish, it could have been something really special. 

> Randy Nelson 


The car handling, graphics, and sense of speed are very good, but the 
races and venues themselves all feel a little too similar. The cop chases 
and traffic add some thrills, though. 


“A True to its heritage, ‘there are plenty of current } 
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A little better and a little worse 


eing a huge fan of Spider-Man, I’ve 
a always enjoyed playing as him in 

Activision’s previous PSone titles. And I 
assumed that the PS2 version would really take the 


HOW IT STACKS UP 
| | » Max Payne 8 out of Id 
2 la Spider-Man: The Movie 7 out of 10 


Gate out of I 






















series to a higher level. 

However, aside from the obvious graphics 
enhancements and some minor new gameplay 
additions, it doesn’t accomplish much more than its 
PSone predecessors did. In fact, in some minor 
ways, it’s worse. For example, there are fewer 
original bosses (Both the Shocker and the Scorpion 
are returning) and no real superhero cameos. 
Basically, you only get the Vulture and the Green 
Goblin as far as new bosses go. | do have to admit, 
however, that the aerial battles with these two 
villains were the main highpoints of the game. They 
would have been even better, though, if the camera 


Goon 
While improving in some areas, this PS2 sequel to past Spider-Man games 
still has a problematic camera system and lacks any real large variety of 
villains or challenge. 
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worked more efficiently. And that is definitely 
something | want to talk about. 

For the movie, Director Sam Raimi developed a 
new camera system in order to make following 
Spider-Man much easier. In the game, an enhanced 
camera system has also been implemented for the 
same reasons, but it doesn’t quite succeed as well. It 
seemed that | was always fighting with it in order to 
get the best possible viewing angle. | guess, in some 
regards, it just wasn’t fast enough to keep track of 
our webslinging hero. And that presents some major 
problems with fighting bosses. Despite being able to 
lock on to the dastardly villains, you find yourself 
constantly adjusting the camera with the right 
analog stick. 

The area that this game does really well is replay 
value. With a good number of secrets to be discov- 
ered and the ability to play as the Green Goblin, 
gamers will be into this title for far longer than 
other Spidey titles. Your first time through will 
probably only take 3-4 hours, but unlocking every- 
thing will take longer. For all intents and purposes, 
this game does do a wonderful job of making you 
feel like a superhero. It will be interesting to see 
what Activison webs together for the next game. 

> Stephen Frost 
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Not Tenchu, but it’s got quirk to burn 


hile Way of the Samurai isn’t equal to 

its developer’s last effort, the famous 

Tenchu, that doesn’t mean it isn’t fun. 
An open-ended adventure with fast-paced sword 
combat, it has unusually charming gameplay, and 
lots of atmospheric mileage despite cut-rate pro- 
duction values. It’s no best-seller, but it’s fun. 

The story is basic period samurai drama: a 
nameless hero wanders through a crossroads caught 
between three rival factions. The fun begins when 
you choose a side — key decisions, regarding every- 


+ =} 
3. P Drakar 
4 > Way Of The Samurai 


7 out of 10 


thing from saving lives to forks in the road, send the 
plot down different paths. You can be the virtuous 
hero, the despicable thug, or no one in particular, 
wandering and getting into trouble where you may. 

“Trouble” involves duels against many 
opponents, sometimes four or five at a time. 
Combat plays like Bushido Blade, with a wide variety 
of strikes and combos. Most are learned from expe- 
rience, or acquired from a huge armory of upgrade- 
able weapons. The system works well within its 
ambitions, but facing is problematic with multiple 
enemies, and some areas can hang up the camera. 

Bigger downsides are lackluster graphics and 
weak presentation. Sound effects and voices are 
bare-bones, with only unintelligible quips accompa- 
nying balloon-encased dialogue. Nevertheless, 
Samurai succeeds, thanks to its freedom of 
movement and quirky personality. 


> David Smith 


| =o / God 1) 
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r|_[ee ) } \\ 7 | |_| | i Way of the Samurai is one of those games that slips through the cracks 
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every so often, delivering more fun than its looks might indicate. Give it a 
try if you can. Some areas will tend to hang up the camera, though. 
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ust in case you think you're seeing double, this 
é] is indeed the second FIFA game to hit stores in 
the last six months. Yep, ‘tis time for the World Cup again, 
and whenever that happens, FIFA games seem to fall 
from the sky. So you can imagine that we weren't 
surprised in the slightest when this title hit stores. 

What did surprise us, however, was the number of 
features that were unceremoniously dumped from this 
mid-season “collector’s edition’. The staggering number 
of teams and leagues from the last version have been 
replaced with a pared-down feature set that offers only 
friendly matches and World Cup play. Overall, this game is 
lacking most of the extraordinary depth that gave the first 
FIFA 2002 so much replayability. 

Sure, the revamped controls, polished commentary 
and more realistic gameplay are back from earlier this 
year. And a few enhancements have been added to this 





World Cup edition (the crowds now support their home 
countries with flags and other paraphernalia, and a few 
improved player animations spruce up the action), but the 
loss of depth simply outweighs the improvements. 

This barely matters, because FIFA is still the most in- 
depth World Cup game on the market. It’s still got solid 
FIFA gameplay, that's still not quite as realistic as Konami's 
ISS series, and the world loves the franchise. Although we 
understand the business aspects of selling two separate 
FIFA games, we feel a little ripped off that we had to pay 
an extra $50 just to get the World Cup mode. 


> Riley Alexander 
FINAL SCORE @_#4. 





Goon 


This latest version of FIFA will satisfy the needs of World Cup fans, but 
once they’re done with the Cup, they won’t have a lot to go back to. This 
version does have solid control and polished commentary, though. 
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age Software has a tendency to produce 
rR pretty games, and also somewhat shallow 
ones. Not inordinately so, but not quite substantial enough 
to make a full-price purchase feel worthwhile. Such is 
GIC Africa. It’s extremely pretty, one of the smoothest 
engines produced for a PS2 racer, but Al issues and 
championship design leave something to be desired. 

GIC Africa crossbreeds touring-car and rally competi- 
tion in races up and down the continent, borrowing pack 
racing from the former and super-drifty off-road action 
from the latter. What it lacks through much of its compe- 
tition, however, is challenging opposition. The first of three 
championships, fully half the game's tracks, is pure 
cakewalk, with opponents too timid to muscle on your line 
or defend their own under pressure. Things get tougher 
later on and in single races, but it seems that a champi- 





onship, where the game's rewards are hidden, should be 
where the challenge lies from the start. 

Even so, this is a strikingly beautiful game. The terrain 
engine draws huge, detailed environments, each capturing 
the character of a particular location, and never skips with 
six Cars on-screen. The soft glow of the sun through an 
Egyptian dust storm is captured very nicely. 

Its depth is a question mark, with few cars and the 
nagging feeling that the Al is going easy, but multiplayer is 
a gas, and some tracks are simply works of art. 

> David Smith 
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FIN AL SCORE | far as Al in the future (from Codemasters, say?). Nevertheless, it’s a fun 
| ae arcade race with some really good course design and control. 
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a4 conclusion that it should have been more of a 
graphical adventure along the lines of Broken Sword. That 
way, the whole sense of discovering clues and solving an 
actual mystery could be retained. As it is, the game feels 
more like just a hunt for Scooby Snacks. You see, only by 
collecting the snacks can you progress through “locked” 
doors and discover new areas. Granted, finding particular 
keys and power-ups is sometimes required, as well. 

As far as licensed games, though, Night of 100 Frights 
is definitely quite accurate. The whole gang is here, 
despite the fact that Scooby is the main focus, and all of 
your favorite villains also make their appearances. 
However, it seems a bit strange to see dozens of them on 
a single level. The werewolf starts to lose his creepiness 
when you see him around every corner. | did love hearing 
some of the classic voices return, though. You can’t but 








help get a sense of nostalgia after hearing Don Knotts or 
Tim Conway's voices. 

For the most part, | enjoyed this game up until the 
halfway point. Then, the sheer lack of any really new 
gameplay mechanics and the amazing repetitiveness of 
collecting really got to me. That shouldn’t necessarily 
deter those of you looking for a streamlined gaming 
experience, though, as Night of100 Frights does deliver a 
simple adventure that pretty much anyone can get into. 
However, those of you more experienced gamers will 
probably want to look elsewhere for your thrills. 

> Stephen Frost 





MAY 


For experienced gamers, this will probably only be fun for a limited 


amount of time. There’s just not enough variety of gameplay. The voices 
and laugh track are great, though — they’re sure to make you smile. 
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Don’t buy a game until you check here first! 


CURRENT RELEASES 
Rae a a 





59 June-02 | Dance Dance Revolution Konamix Music Konami If you've only experienced the first American release, you MUST get this version 
| | now! 
| | 

59 | June-O2 ‘| Headhunter [ao Action Acclaim Headhunter isn’t completely original, especialy after having played MSG2, but it 


| is still a very solid addition to PS2’s action genre. 


59 | June-02 | Rayman Arena 6 | Party Game | Ubi Soft The simple controls and constant action make it good for a crowd, but it’s a thin 
| | game for single players. Just bring it out at parties and it should do alright for 
you. 
59 June-02 | The Italian Job 6 Driving Rockstar It’s no Driver, but don't let the low score scare you away from this game. It lacks 


a little here and there, but for 10 bucks, you really can’t go wrong. The crime 
caper atmosphere really makes it fun. 


59 | June-02 | Wipeout Fusion 7 Racing Bam! Once you learn to live with some of its odd quirks and oversights, this latest 
(although not greatest) game in the series is still a lot of fun, and is even faster 
and more frantic than ever. 
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| January inal Fantasy | RPG Square 40 | Dec-00 Spyro: Year of the Dragon (PS) | 9 | Platform | Sony 
PERI Konam SO 
Tony Hawk's Pro Skater 3 (PS2 IVsi 


| Sports Activision 58 | May-02 Herdy Gerdy Adventure | Eidos 


a Coco 55 Ma. C2 | Word al Charprste eee 


adden NFL | EA Sports Apr-02 Knockout Kings 2002 | EA Sports 


Pict roma ree Soncea | Heh Hest Basel 2003 a 
Nov-' SSX (PS 


Snowboard/Race Electronic Arts 56 | Mar-03 No One Lives Forever Vivendi 


acces Deus Ex: The Conspiracy wg ActionyRPG Eds 56 Tiger Woods’ PGA 2002 sors enor 
ots Golf 3 =e 


Sony CEA 55 | Feb-02 Max Payne Action Rockstar 


ieee aly wrua Feer4 Sega 55 | Feb-02__ ce Sars 
Maximo: Ghosts To Glory 


oak Capcom 55 | Feb-02 Shooter 
EE Oe 54 Piven 0 O07 fast Ue ree Lace 
January-O1 | Sega Sports NFL ports Sega Spo 54 | January-01 ‘Ac The Lad Collection Working Des. 
| January-O1 | ShadowHearts | 9 | Sports| XRPG 54 RaLanOCCarname emer oT] ge eager iecean 2 
| Holiday-O1 | Grand Theft Auto 3 9 Action Rockstar 54 | January-01 | Hoshigami 8 RPG Atlus 
| Holday-O1 | SSXTicky Racing| CEA Sports 53 Bes Ge De AS AOG  e 
Dec-01 Ace Combat 4: Shattered Skies 9 Air Combat Namco = Holiday-Oi_| Dragon Warrior VII 8 Enix 
a eee Sierra PSE a 
Dec-01 NHL = 002 EA Sports Holida -O1_| Project Eden Action Eidos 
Sept Treasret EA Sn Oars 
| Oct-01 Madden NFL 2002 EA Sports % Holida -O1_| Soul Reaver 2 Adventure Eidos 
ep Nia real 2002 So Ee | i 
| Sep-O1 | Resident Evil Code: Veronica X | Horror Capcom 53_| Holiday-O1_| Thunderstrike: Operation Phoenix Ewa | Sim Eidos 
Pee Tse reerSuc Scrat Sony 53 esting TH 
| Jan-01 Breath of Fire IV (PS) RPG Capcom 52 | Dec-01 | Guilty Gear X Fightin; Sammi 
[00 | Don raecre 2) ore Tectia ay Decal os 
| Dec-O0 | Final EES Ix (PS) RPG Square 51 | Nov-O1 | | Kessen 2 | Strateg Koei 
| Rayman Revolution (PS2) | Fraymanfeetuion(s2) [9 |Patomer | Ubi Soft 51_| Nov-01 —— 
9 FPS 


| June-O1 | MDK 2: Armageddon (PS2) | Interplay 51 | Nov-Ol | Syphon Filter 3 | Action | Sony 
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REVIEW BACKLOG 


Iss. |Month|Game name 

58 | May-02 | Army Men RTS 

58 |May-02 | Blood Omen 2 

58 |May-02 | Deus Ex: The Conspiracy 
58 | May-02 | Ecco The Dolphin 

58 | May-02 | ESPN NBA 2Night 2002 
58 | May-02 | Eve Of Extinction 

58 | May-02 | Herdy Gerdy 

58 |May-02 | Mad Maestro 

58 |May-02 | Mister Mosquito 

58 |May-02 | Savage Skies 

58 |May-02 | Smash Court Tennis 

58 | May-02 | Star Wars: Jedi Starfighter 
58 |May-02 | State Of Emergency 

58 | May-02 | World Rally Championship 
57 | Apr-O2 | Fatal Frame 

57 |Apr-O2 | Hot Shots Golf 3 

57 | Apr-O2 | King’s Field: Ancient City 
57 | Apr-O2 | Knockout Kings 2002 

57 |Apr-O2 | NFL Blitz 20-02 

57 | Apr-O2 | Pirates: Black Kat 

57 |Apr-02 | Sled Storm 

57 | Apr-O2 | Star Wars: Racer Revenge 
57 | Apr-02 | Triple Play 2002 

57 | Apr-O2 | Virtua Fighter 4 

56 |Mar-02 | AirBlade 

56 |Mar-02 | ESPN Winter Sports 2002 
56 |Mar-02 | High Heat Baseball 2003 
56 |Mar-02 | March Madness 2002 
56 |Mar-02 | MotoGP 2 

56 |Mar-02 | No One Lives Forever 

56 |Mar-02 | Pac-Man World 2 

56 |Mar-O2 | Tiger Woods’ PGA 2002 
56 |Mar-O2 | World Tour Soccer 2002 
55 |Feb-O2 | Dragon Rage 

55 |Feb-O2 | Drakan: The Ancients’ Gate 
55 | Feb-O2 | Gitaroo Man 

55 |Feb-02 | Grandia Il 

55 |Feb-02 | Jade Cocoon 2 

55 |Feb-02 | Legends Of Wrestling 

55 |Feb-02 | Maximo: Ghosts To Glory 
55 | Feb-02 | Max Payne 

55 |Feb-02 | NBA 2K2 

55 |Feb-02 | NFLGameDay 2002 

55 |Feb-O2 | Parappa The Rapper 2 
55 |Feb-O2 | Rez 

55 |Feb-02 | Wave Rally 

55 |Feb-02 | X Games Snowboarding 2002 
55 |Feb-02 | Wizardy: Forsaken Land 
54 |Jan-02 | 007: Agent Under Fire 
54 |Jan-02 | Arc The Lad Collection 
54 |Jan-02 | Burnout 

54 |Jan-02 | Final Fantasy X 

54 |Jan-02 | Forever Kingdom 

54 |Jan-02 | Frequency 

54 |Jan-02 | Hoshigami 

54 |Jan-02 | Jak And Daxter 

54 |Jan-02 | Sega Sports NFL 2K2 

54 |Jan-02 | Shadow Hearts 

54 |Jan-O2 | Tsugunai: Atonement 

53 |Hol-O1 | Baldur's Gate: Dark Alliance 
53 |Hol-O1 | Dragon Warrior VII 

53 |Hol-O1 | Dynasty Warriors 3 

53 |Hol-O1 | Giants: Citizen Kabuto 

53 |Hol-O1 | Grand Theft Auto 3 

53 |Hol-O1 | NASCAR Live 2002 

53 |Hol-O1 | NBA Live 2002 

53 |Hol-O1 | NHL Hitz 20-02 

53 }Hol-O1 | Project Eden 

53 |Hol-O1 | Shaun Palmer’s Pro Snowboarder 
53 |Hol-O1 | Smuggler’s Run 2 

53 |Hol-O1 | Soul Reaver 2 

53 |Hol-O1 | Splashdown 

53 |Hol-O1 | SSX Tricky 

53 |Hol-O1 | Thunderstrike: Operation Phoenix 
53 |Hol-O1 | Vampire Night 

53 |Hol-Ol | WWF Smackdown! 3 








Score |Genre 
Strategy 
Action 
Actior/RPG 
Adventure 
Sports 
Action 
Adventure 
Music 
Action 
Action 
Sports 
Shooter 
Action 
Racing 
Horror 
Sports 
RPG 
Sports 
Sports 
Action 
Racing 
Racing 
Sports 
Fighting 
Action 
Sports 
Sports 
Sports 
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Ace Combat 4: Shattered Skies 
Batman: Vengeance 

Capcom Vs. SNK 2 

Crash Bandicoot Wrath Of Cortex 
Guilty Gear X 

Half-Life 

Harvest Moon: Save The Homeland 
Metal Gear Solid 2: Sons Of Liberty 
NHL 2002 

Okage: The Shadow King 
Supercar Street Challenge 
Tony Hawk'S Pro Skater 3 (PS) 
Tony Hawk's Pro Skater 3 (PS2) 
Devil May Cry 

Extreme-G 3 

Ico 

Kessen 2 

Kinetica 

Monster Rancher 3 

Portal Runner 

Silent Hill 2 

Syphon Filter 3 

Spider-Man 2: Enter Electro 
Syphon Filter 3 

Spy Hunter 

X-Men: Mutant Academy 2 
Castlevania Chronicles 
Extermination 

Madden NFL 2002 (PS2) 
Madden NFL 2002 

NFL GameDay 2002 

One Piece Mansion 

Rune: Viking Warlord 

Silent Scope 2 

Tales Of Destiny 2 

Time Crisis Il 

Armored Core 2: Another Age 
City Crisis 

EA Sports Rugby 

Gallop Racer 

Gundam: Journey To Jaburo 

Le Mans 24 Hours 

Nascar Heat 2002 

NBA Street 

NCAA Football 2002 

Resident Evil Code: Veronica X 
Saiyuki: Journey West 

Stretch Panic 

Test Drive Off-Road — Wide Open 
Alone In the Dark 

Bloody Roar 3 

CART Fury 

Dave Mirra: Maximum Remix 
Escape From Monkey Island 
Final Fantasy Chronicles 

Fur Fighters 

Motor Mayhem 

MX 2002 

Scariest Police Chases 
Twisted Metal Black 

Cool Boarders 

Crazy Taxi 

Dark Cloud 

Gauntlet Dark Legacy 

Gran Turismo 3 

Heroes Of Might And Magic 
Klonoa 2: Lunatea’s Veil 

MLB 2002 

MTV Music Generator 2 

Red Faction 

Star Wars: Bombad Racing 
The Simpsons Wrestling 

Tokyo Xtreme Racer O 

Aladdin In Nasira’s Revenge (PS) 
All Star Baseball 2002 (PS2) 
Army Men: Green Rogue (PS2) 
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© Unleash multiple hi-tech and deadly weapons, including Sniper Cannon, 
Swarm Missiles, EMP weapon, Rail Gun and Homing Missiles. — 









_ > Experience an amazing variety of lush environments, including Swiss Alps, 
zona Desert, Amazon Jungle, and Arctic Circle. 


® Evade enemies with thermal vision and by running silent in stealth mode, or use turbo 
and VFF upgrades to transform your helicopter and move at blinding jet speed. 


Blood and Gore Witness the explosive action of Fire Blade firsthand at; 


Violence PlayS tation fireblade.midway.com 





Fireblade © 2002 Midway Home Entertainment Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by permission. Fireblade is a trademark of Midway Home Entertainment 
Inc. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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In the cockpit of Fireblade there is one goal: use whatever means available to annihilate the terrorist cells flaming up around the globe. 
Battle through 18 Missions in 4 campaigns at the helm of the carrier chopper or the Vendetta attack copter and unleash a barrage of hi-tech 
deadly weapons. Go turbo, or remain undetected from enemies in stealth mode.To win the wor, you've got to end the war. Attach and destroy! 
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Developed in England under superstar David Beckham's watchful eye, prepare yourself for the most complete soccer 
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modes, while spot-on commentary and advanced A.I. assure authenticity. Are you ready to step into his world? 
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© Rage Games Limited 2001. Developed by Rage Games. Published and distributed under license from Rage Games Limited. © Majesco Sales, Inc. All Rights Reserved. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. Xbox and Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. 
Game Boy Color and Game Boy Advance are trademarks of Nintendo. ©2001 Nintendo. Screens shots were taken from the Xbox version of the video game.Photo EMPICS Sports Photography Agency. 
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ithout a doubt, the next 
six months are set to be 
the hottest for movie 
buffs, with flicks like 
James Bond in Die Another Day, Harry 
Potter and the Chamber of Secrets, 
and The Lord of the Rings, The Two 
Towers hitting theaters in rapid suc- 
cession. But late 2002 also has 
potential to be a mammoth season 
for movie games — and PSM is host- 
ing the world premiere for two of the 
biggest: James Bond 007: NightFire 
and The Lord of The Rings, The Two 
Towers. We've got the full story on 
these blockbusters in the making, so 
grab some popcorn and get 
comfortable. You’ve got a front row 
seat to some of the biggest 
videogame coming attractions ever! 
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ond... James Bond. 

The name alone 
inspires thoughts of 
pulse-pounding action, 
clever gadgets and 
devastatingly gorgeous 
women. Everyone 
knows that he’s the 
charming British secret 
agent that saves the 
world on a daily basis, 
asking for only a vodka 
martini in return. He 
lives the life that we 
can only dream of and 
that’s why games about 
him are so successful. 
We want to be Bond. 























> With countless weapons and gadgetsto 
help him out, Bond is more than ready to 

take on his latest PS2 adventure. Eurocom, 

the developers, are hard at work to make 

this the best 007 game of all time. 


Hoping to help gamers fulfill that 
dream, Electronic Arts and Eurocom 
are hard at work on NightFire, a new 
007 adventure that looks to spark new life into the 
franchise. EA‘s first Bond title for the PlayStation 2, 
Agent Under Fire, while reviewed highly in PSM, 
came up a bit short in some areas, such as multi- 
player and overall challenge. Granted, it had every- 
thing you would expect from a 007 movie (despite 
not being based on one), but as a game, it was 
more of a step forward for the series rather than a 
jump. This was probably due to the fact that the 


title was geared more towards the mainstream mar- 


ket rather than the hardcore gamer. 
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With NightFire, the focus has 
changed a bit. The developers at 
Eurocom are definitely considering 
both types of gamers in order to 
create what they feel is a truly well- 
rounded and challenging experi- 
ence for all Bond fans. And, consid- 
ering that Eurocom was also responsi- 
ble for the stellar The World is Not 
Enough on the Nintendo 64, we feel 
that they are more than up to the task. 
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While Agent Under Fire was visually 
adequate and certainly above average 
when compared with a good number 
of other PS2 titles, it definitely didn’t 
push the system that much. It was 
basically that cute, next door neighbor 
that you have a crush on. NightFire, on 
the other hand, with its newly 
designed game engine (EA decided to 
ditch the aging Quake /I/ engine) and 
vastly improved particle system, 
comes across more as heart throb 
Jessica Alba, pouty lips and all. 
Eurocom is definitely taking the 

power provided by the PS2 and 

going wild with it. 

One such area where this power 
comes into use is the staggering 
amount of detail that NightFire has in 
it. The levels are larger and more 
complex than those in Agent Under 
Fire. They also sport better quality 
textures, improved lighting and a 
higher level of interaction. For exam- 
ple, not only do the ammo casings 
reflect the muzzle flashes from your 
weapon, as they fly through the air, 


they'll also realistically react with 
other objects in the environment. 
One level had said casings falling into 
a fountain, swaying as they slowly 
sank and settled to the bottom. 
That’s an incredible amount of detail. 

Some of you may recall that the 
intelligence of the opposition in 
Agent Under Fire, while slightly above 
average, still suffered often from 
occasional bouts of stupidity. 
Standing out in the open, not turning 
around, slow to react, etc. 

Fortunately, it looks like these 
problems won't be present in the 
sequel, as Eurocom has worked dili- 
gently in order to create a new Al 
system that closely resembles a living 
player. However, it wouldn’t do much 
good if the characters reacted like a 
human but didn’t move like them, as 
well. That’s why all new motion 
capture data was used. 

Players will notice, rather quickly, 
how life-like the computer-controlled 
characters animate now. Shooting 
them in different body areas results in 
completely different and realistic 
reactions, such as keeling over or 
recoiling back. It’s amazing how this 
one little detail adds so much impact. 
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It really does feel like you're shooting 
someone. Reacting from bullet hits 
isn’t the only place where the 
motion-capturing comes into play, 
though. There are countless other sit- 
uations ranging from diving for cover 
to running away. 


When looking back at all the Bond 
games that have appeared on Sony 
consoles, one common trait links 
them all together. They've all tended 
to be very linear in design with only 
one main path to travel along. 
Granted, this is perfectly acceptable 
when designing games for main- 
stream America. However, it tends to 
turn off the more hardcore gamer, 
who likes to have greater freedom to 
explore the game world and a reason 
to go through the levels more than 
once. The introduction of the point- 
based system and secret 007 icons in 
Agent Under Fire may have helped to 
solve the latter, but it’s gonna take 
the crafty level designers at Eurocom 
to tackle the challenge of the former. 
From the beginning, Eurocom 
wanted to make the world of Bond as 
realistic as possible. In real life, you 
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To sum up this latest Bond adven- 
ture, we went straight to the source 
and got the full scoop on NightFire. 

Speaking with the Producers on the 

project, Hunter Smith and Bill 

Beacham, revealed some rather 

interesting details that should 

make any 007 fan a bit shaken 

and stirred. 


PSM Can you give us a general 
synopsis of NightFire? What's the 
storyline like? 

Hunter Smith Assume it will stay in 
the true spirit of the Bond world - 
girls, gadgets and guns, vehicles — 
while pushing the boundaries of what 
players have previously associated 
with Bond games. Unlike any 007 
game, we're taking NightFire to all 


“We’ve made 
SUfe that there 
are always multiple 
solutions to almost 
any obstacle in 
the game” 


new heights and depths. In addition, 
we've tied it directly into current 
events and issues on today’s 
headlines, including globalization, 
environmental protection, and 
space defense. 


PSM Eurocom was responsible for 
the stellar version of The World is 
Not Enough on the N64. What did 
the company learn from that and 
are there any elements or philoso- 
phies that you brought over to 
NightFire from that game? 

Bill Beacham Working on TWINE 
helped us gain a real feel for Bond. 
Making a Bond game is not like pro- 
ducing any other first person shooter 
or stealth-based game — there are 
certain key elements that define the 
Bond experience. There are gadgets 
and gameplay which we used in 
TWINE and are building on with 
NightFire, especially now that we 
have the opportunity to develop an 
original storyline. Working from a 
movie is useful in that you have a lot 
of reference for locations and char- 
acters, but it also places certain limi- Les 
tations on you as well. With Nightfire, 

we can take the core of what being 

Bond is all about, and build a fully 

interactive experience around it. 

Moreover, we can provide gamers 

with many more surprises and twists 

that would've been unveiled through 


the movie tie-in. BS 
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aren’t limited to a single path to get 
from one location to another. You 
can go down a myriad of paths and 
still wind up at the same place. So 
why shouldn't that hold true for 
videogames? With that in mind, the 
developers are making sure that all 
of the environments in NightFire are 
not only quite large, but also feature 
several very distinct ways of going 
through them. A great example of 
this would be the castle level. 

At first glance, it seems the obvi- 
ous route to travel along would be to 
drop down to the main road and 
head directly up to the castle, taking 
out enemies as you see them. 
However, that may not be the best 
route. Look around a bit, take a 
moment to explore and you'll proba- 
bly notice that several other possibili- 
ties present themselves. Peering over 
the other side of the archway that 
you're standing on, you'll eventually 


A All of the environments are simply amazing 
to look at, with their highly detailed textures 
and real-time weather effects. So beautiful. 


notice that a supply truck is making 
its way towards you. If you're careful, 
you can actually drop down into the 
truck, as it passes by, and crouch in 
the back. Be successful and you'll 
have a free ride to the castle and 
not waste a single bullet along the 
way. If you're the trigger-happy type, 
though, and prefer to go another 
way, no problem. You can go in a 
different direction. 

Head down the stairs to the road 
below and you might notice a little 
area off to the side. It’s a bit off the 
beaten path, but if you check it out, 
you'll discover another way you can 
go. This one heads along the side of 
the road, so there are less enemies to 
worry about. Taking them out should 
be easier, but you’re then presented 
with a narrow ledge, which will have 
to be safely traversed. Make it across, 
and you'll be able to enter the castle 
from an entirely different direction. 


THREE PATHS TO SUCCESS 


- Each of the game’s environments have 
been designed to allow for multiple paths 
through them. Often, the most obvious 
way is not the quickest or the safest. You'll 
need to explore everywhere in order to 
discover them all. In some cases, certain 
routes will take you to entirely new areas 
or gameplay experiences that are not 
accessible any other way. On the castle 
level, you can either 1 walk up the main 
foad, 2 sneak a ride in the supply truck 
or 3 |take the narrow side path. 


. As a good secret agent should, use the night 
as cover during your infiltration missions. Just 
be ready to get away if you're spotted. 
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ctivision’s future looks bleak. At least, it does in this intense = 2 physics system. Alongside the awesome 
action-adventure based on the summer Spielberg flick. The Bs a @ "slam cam" visuals that ensue, crunching 
setting: years from now. The z an enemy into walls or pushing them 


hook: pre-crime operatives can pre- 
dict and prevent murders before 
they happen. The catch: although a 
squad member, you've just been 
fingered yourself. 

From a third-person perspective, 
thrash goons and ex-teammates in 
hand-to-hand combat or using 
Melee and projectile weapons. 
Regular and charged-up attacks put 
the hurt on, as does a detailed 
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| melee gets going. A Dark future, dark hero. 
A cheery game, Minority Report is not. 
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Glass shatters and bodies tumble when the | 


through breakable objects actually inflicts 
more damage. One can even cause chain 
reactions by tossing baddies into their 
buddies... sweet! 

The focus is on combat, but naviga- 
tional puzzles (ledge climbs, gap jumps, 
etc.) also play arole. Some levels even 
see you scooting around on a jetpack. 
Obviously, Treyarch has made no compris- 

es when it comes to design integrity; let’s 
just hope they can pull off the gameplay. 
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So, in this case, there 
are at least three different 
ways to make it through the 
starting area of a level. 
However, depending on the envi- 
ronment you're in, there might be 
more or fewer ways to go. It’s up to 
the gamer to discover them all. 
Fortunately, these multiple paths 
aren’t there just to be there. They'll 
actually have an influence on future 
events in the level. In some cases, 
they'll even lead you to unique 
gameplay experiences that can’t be 
accessed by any other paths. 


In the world of Bond games, the 
Nintendo 64’s Goldeneye still holds 
the trophy for best multiplayer expe- 
rience. The sheer number of 
weapons and options that were avail- 
able certainly impressed and the 


level layouts, while simple, provided 
countless hours of addictive competi- 
tion. Despite all this going for it, how- 
ever, Goldeneye was challenged by 
EA's own 007 title, The World is Not 
Enough, and — according to gamers 
— only narrowly avoided defeat. 
Taking that "loss" to heart, Eurocom 
knew that its next Bond project 
would really have to feature a kick- 
ass multiplayer component. 

One of the major additions to 
NightFire, which Agent Under Fire 
lacked, is bots. If you didn’t have 
some friends around, then you were 
simply stuck playing the solo adven- 
ture over and over again. So, for 
NightFire, players will have access to 
computer-controlled competitors 
with varying degrees of difficulty. 
That, combined with 2-4 player 
split screen, should provide plenty 
of challenge. 

Right now, the team is aiming for 
8-10 multiplayer maps, with some 
based on the cooler game environ- 
ments, and others inspired from clas- 
sic Bond moments. Multiplayer will 
also support "a full range of different 
game modes, including all the stan- 
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dards, plus a few extra espionage- 
based modes where gadgets and 
control of certain resources are the 
keys to victory.” Fans of the older 
movies should be happy to know that 
skins of several of the more popular 
villains and allies will be selectable, 
as well. Eurocom might even sneak in 
some of their signature weapons that 
were used in the various movies. 


The soundtrack in Bond games, in 
general, aren’t anything to write 
home about. Fortunately, that does- 
n't seem to be the case with 
NightFire. Unlike most titles, this 
game will have a full development 
cycle for all of its music and that time 
is being well spent. 

Overseen by Eurocom’s own in- 
house composer, Steve Duckworth, 
the music for NightFire is quite remi- 
niscent of what you would hear in a 
big-budget Hollywood movie. It’s 
grand and dramatic, sweeping the 
player into the action that’s occurring 
onscreen. Blending memorable parts 
of the Bond theme with a completely 
original score, the music should 
hopefully combine with the high- 
quality visuals in order to make a 
truly immersive game. 


With such ambitious ideas and a rap- 
idly approaching deadline, the devel- 
opers definitely have their work cut 
out for them. The 007 franchise is 
now heading into its 40th year, with 
a lot of attention being placed upon 
the upcoming movie, Die Another 
Day. Consequently, the eyes of the 
gaming world will undoubtedly be 
focusing upon NightFire and its 
potential to become the definitive 
James Bond experience. Sure, the 
odds might be against it now. 
However, just like Bond himself, it 
looks to come through in the end 
and deliver everything that the fans 
are eagerly waiting for. And that, 
good readers, is definitely worth the 
price of admission. 
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PSM Were there any things that 
you weren’t able to include in 
T.W.LN.E. that you were able to 
include in Nightfire? 

BB Scale and level of detail is the 
largest single difference — the N64 
was a great machine and we really 
pushed it as far as it could go, but 
we're working with next-gen consoles 
now, so the levels in Nightfire are like 
nothing you've seen: before, in com- 
plexity and graphical splendor. Due to 
the original storyline, the types of 
gadgets and the way they can be 
used is a lot more flexible. We're 
building the levels around the gadg- 
ets and interactivity instead of around 
a predefined story. We've created 
alternative routes and shortcuts for 
the player who thinks about these 
tools and the interactive choices they 
present. If you're interested in 
approaching the perfect score on a 
level, you'll be interested in thinking 
through your approach to the game. 


PSM How would you compare this 
game to the last version on the 
PS2, Agent Under Fire? What did 
you want to improve upon? 
Basically, what direction are you 
taking with this game. 

HS We're improving on many aspects 
of the game simultaneously. We're 
going wider by increasing the size 
and number of levels (including even 
more racing), but we're also going 
deeper by concentrating on three 
core areas: Al/Animation, gadgets, 
and multiple pathways. The Al ene- 
mies will be much tougher and life- 
like, thanks to a new Al engine and 
some beautiful motion-captured data. 
We've also roughly doubled the num- 
ber of gadgets available and made 
them upgradeable. Finally we've 
made sure that there are always mul- 
tiple solutions to almost any obstacle 
in the game — you can go in guns 
blazing, use your wits and stealth 
skills, or find a clever way to take 
advantage of the environment. And 
to maximize score, you'll have to use 
a clever combination of all your skills. 


4 The small 
screen Rock 
looks quite close 
to his big screen 
counterpart. But 
can he smell 
what's cooking? 
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ast Christmas, 

director Peter 
Jackson took moviego- 
ers on the first of three 
journeys into J.R.R. 
Tolkien’s fantasy world, 
a world populated with 
Hobbits and Orcs, 
dragons and Elves and 
a particularly powerful 
ring. And while this first 
journey ended up being 
quite spectacular and 


it production costs spiraling into the hundreds 
easily unforgettable, with 
d of millions, and the monumental task of filming 
the road to It was three movies at once, it seems the odds where 
truly against Jackson and his team. How does one 
Ini 1 create the world of Middle Earth and make it seem 
definitely paved with realistic on the big screen? How do you please the 
ff fans of the books without leaving behind those 
difficulty and who have yet to read them? These questions and 


many others would have to be answered before 


cou ntless chal lenges. even the first frame of film was to be shot. 
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THE LORD OF THE RINGS: THE TWO TOWERS AUGER LECTRONCA 
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| The polygonal 
)) version of 
Aragorn comes 
strikingly close 
to the real-life 
movie counter- 
part. Dreamy. 





In the end, though, Jackson came through and 
managed to breathe life into the pages of Tolkien’s 
trilogy. He created an amazing, yet believable, world 
that everyday people, not just fans, could truly be 
excited about. In comparison, though, it seems the 
developers at Stormfront Studios have an even 
greater challenge on their hands, a challenge that 
Jackson and his crew never had to face. They have 
to create not only a believable and highly accurate 
Middle Earth... they have to make it interactive, as 
well. And that, in itself, is not without its difficulties. 
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Despite being mainly focused on the events that 
occur in The Two Towers movie, Electronic Arts’ first 
The Lord of the Rings game will actually begin a 
ways into The Fellowship of the Ring’s storyline. In 
fact, the first place you'll travel to is Weathertop, 
the observation outpost where Aragorn first battles 
with the Ring Wraiths in order to protect Frodo and 
his Hobbit companions. After that dramatic battle, 
the journey to form the Fellowship truly begins and 
the task of destroying the ring of Sauron becomes 
of utmost importance. 

Over the course of 16 different missions, play- 
ers will travel through a vast majority of the major 
locations found in the first two movies, including 
the Mines of Moria and the walls of Helm’s Deep. 
Fans will actually be impressed by how closely the 
polygonal environments in this game closely 
resemble those in the movies. By using concept 
sketches from the movies and final production 
photos, the developers were able to faithfully 
recreate the world of Middle Earth down to the 
smallest detail. 


While almost all of the main characters featured 
in the two movies will be present in this game, the 
spotlight and the responsibility to protect the ring 
only really falls upon three of them. Players will be 
able to step into the role of Aragorn, the sword- 
wielding king, Legolas, the ancient Elf with mastery 
of the bow and Gimli, the brash and short-tem- 
pered ax master. 

According to Scott Evans, the game's produc- 
er, “each of the three characters has a unique 
character-building path, plus inherent strengths 















A. A majority of the battles seem to occur 
with the odds greatly against you. 


A You'll find yourself battling through 
locations taken from the first two movies 
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— Galadriel, The Fellowship of the Ring 


> Many of the 
action sequences 
are so accurate 
that you will 
actually feel like 
you're in the 
LOTR movie. 


and weaknesses.’ Over the course of the game, 
players will be able to discover these and focus 
on the character that best suits their own playing 
style. However, since you can change your char- 
acter at the beginning of every mission, you're 
not just limited to the one you chose at the start 
of the game. In fact, it’s recommended that you 
switch between the characters often in order to 
determine which type of missions cater best to 
which characters. 

Regardless of whom you select, though, the 
other Fellowship members will still play impor- 
tant roles and will be “heavily involved in the 
action and interacting with the player’ This was a 
central theme to the films and the developers felt 
it was really important to “capture the same spir- 
it” for the game. In that regard, you'll generally 
always have at least one of the other characters, 
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af 
: A Aragorn is all about business, in this 
game, and nothing's gonna get in his way. 
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if not more, accompanying you on 
your journey. Even Gandalf will show 
up from time to time, using his 
magic to help you in battle. 


Given that combat is one of the main 
focuses of this game, a lot of time 
was spent in making sure that it did- 
n't feel too repetitive and simplistic. 
Evans insists that the game's fighting 
system “is highly accessible, but 
increasingly complex to keep the 
action fresh and the player wanting 
to kick more Orc ass” Apparently, you 
won't just be able to jump in to a 
fight, pound on the controls and still 
hope to achieve victory. “You can only 
get so far by simply mashing buttons 


“PSM GOES TO THE MOVIES 


i ee ee 
wr Aragorn attacks up-close, while Gimli 
and Legolas can strike from a distance. 


in this game. The fighting controls 
intersect with a complex Al system 
that we call a Battle Manager. This 
system creates and manages massive, 
raging battles between Orcs, Elves 
and armies of Men... and the player is 
right in the middle of the action” 

When you come across an enemy, 
there will be specific strategies and 
techniques that you'll have to use in 
order to defeat them. Use the same 
move over and over again and it will 
have little effect. They'll just block it. 
Watch how they fight, though, and 
you'll be able to spot patterns and 
weaknesses that can be exploited. 
That’s the only way that you'll make 
any real headway. 





As far as the actual attacks go, 
though, players “will have many dif- 
ferent moves at their disposal which 
range from basic combo attacks to 
complex killing move sequences. 
They'll also have the ability to use 
their bow (or throwing axes in the 


- Gandalf the Grey 


In this game, trolls 
aren’t just limited to 
living in caves or 
mines. They can pretty 
much show up at any 
given time. Be ready. 


case of Gimli) to take out enemies at 
{a distance]... or up close if they're 
really skillful” 

At the end of each mission, you'll 
be awarded points that can be used 
to upgrade your character's attacks 
and killing moves. You'll also be able 


A Mashing buttons won't get you very far. 
You'll have to use quite a bit of strategy. 


: ES atts amazing to see locations from the 
movies so accurately rendered in 3D. 


the frozen whiteness of Antarctica. 
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Who needs Frodo? 
After these three are 
done, there wouldn’t 
be any ass left to 
kick, anyway. 


“While Orcs are the main enemies in 
the game, there are plenty of bosses, too, 


PSM GOES TO THE MOVIES -: 


to use these points to purchase new 
arrows, of varying abilities, for 
Legolas. The challenge comes, 
though, in deciding which 
character(s) you'll actually want to 
use your points on. Do you just 
upgrade a single character’s attacks 
in order to make him extremely 
strong or do you spread the points 
around, making each of the charac- 
ters only slightly more powerful, but 
the Fellowship more well-rounded? 
That’s up to you to decide and is but 
one of many decisions that will affect 
your adventures in Middle Earth. 


With development of this ambitious 
game started way back in December 
of 2000, and an army of over 100 
talented people currently working on 
it, it seems that Tolkien’s masterpiece 
is in good hands. Granted, the 
responsibility of realizing Middle Earth 
on the small screen could be consid- 
ered, by many, to be quite daunting 
and a task best left to the likes of, 
say, a Squaresoft. Evans and his team 
seem completely unfazed, though, 
and surprisingly quite confident. 
“Through New Line Cinema and 


¥ Reapers will make their appearance 
along with a cast of several new characters. 








Peter Jackson’s incredible vision, The 
Lord of the Rings has reached tens of 
millions of people worldwide. These 
films have established how Middle 
Earth should look and feel and we've 
been entrusted with bringing that 
same vision to life in the game medi- 
um, which is an awesome privilege. 
It’s also a responsibility and a chal- 
lenge — one that we feel up to. The 
enthusiasm and dedication of the 
team is a measure of that” Evans's 
words seemingly ring true, as after 
only spending a few hours with him 
and his team, we came out not only 
agreeing with them, but believing in 
them, too. 

With such a strong dedication to 
the franchise, it’s hard to even fathom 
that Stormfront won't be successful. 
Granted, the November deadline is 
approaching quickly and there's still 
so much to complete. But just like 
Jackson and his crew were able to 
do, it seems Evans and his team will 
be able to weather the storm of chal- 
lenges, as well, and create a truly 
memorable experience that any 
Tolkien fan would be proud of. Only 
this time, though, you'll truly be part 
of the adventure. 
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SHER: NPOGRAMES DEVELOPER; PARAD| 


hile not one of the greatest conversions 


M:I — OPERATION SURMA PJ! 
ever, the first Mission: Impossible title did 


W eventually make its way over from the 


N64 to the PSone. All in all, it was a decent game, 
but didn’t really do much that was new or innova- 
tive. Well, the ability to wear different disguises was 
a bit different, | guess, but it just wasn’t handled 
that well. It seemed more like an afterthought than 
anything else. We're hoping that’s not the case with 
the sequel. 

Developed by the same folks who did the won- 
derful update to Spy Hunter (Paradigm), Operation 
Surma won't really be following any of the events 
that unfolded in the second /:/ movie. Rather, it’s a 
completely new story with a completely new IMF 
team, except for Ethan Hunt, of course. This time 
around, you're on the tail of a microchip which has 
the ability to render computer security systems 
completely powerless. Every nation is at risk. 


GM ESAB, PENDING 





Foe 


MISSION: IMPOSSIBLE 2 





Ethan Hunt takes out one of the guards so he doesn’t a 
seen. Notice the timer on the right side of the screen. 





B WPEACTONADIETIRE VAXPLAFRS INE AREAS: BULA 
A =] | = 


Rely on kicks and punches when pos- 
sible so you don’t make too much noise. 








You'll likely find yourself crouching | 
a lot to avoid being detected. 
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THE TERMINATOR: DAWN OF FATE PUBLISHER: NF 


U Dawn of Fate is set just before the events of the 
classic cyborg-stalker sci-fi flicks, so that’s okay. John 
Connor, who was portrayed by Edward Furlong in 72, 
makes an appearance, but he’s all grown up — and 
fighting for survival against the nasty cybernetic 
mainframe, SkyNet. 

You'll actually control one of Connor's lieu- 
tenants, Kyle Reese, who was sent to protect Sarah 
Connor in the original Terminator film. His mission is 
to prevent the destruction of a human resistance 
base in the dark future, and he'll have to take out 
more than a dozen enemy types (not just run-of- 
the-mill Terminators) and several bosses along the 
way. You'll also be able to play as two other resist- 
ance fights during the game, and they’ll both have 
their own unique weapons. 

Gameplay-wise, Terminator: Dawn of Fate is 
mostly about using big guns to do big damage, but 





‘, Enemies will come in all shapes, 
sizes, and metallic composition. 


ge — sien, 
Sie ae 


There will be dozens of weapons, 
many producing “glowing effects.” 








MEN IN BLACK i: ALIEN ESCAPE PUB Sich 
MEN IN BLACK II 


“NPOGRAVES. DEVELOPER: Mel BOURKE HOUSE 








nology to smash ‘em 
Speaking of whic 
weapons will be upg 





“My name is Agent la and I’m here to Say: 


I like blasting ETs in a major way.” feature to help keep 


QGRANES DEVE OPER PRHOGN NPE: ACONADVENTRE 


h-oh. They’re making a Terminator game, and some- 
body forgot to tell Ah-nold. Actually, The Terminator: 


e had a look at this alien infested 

blast-'em-up a couple of issues 

back, and it’ 
Pure arcade action is this game's drive, with 
its events loosely tailored around those of 
the upcoming Hollywood flick. Expect sev- 
eral enemies from the film version of MIBII 
to make an appearance, along with some 
of the same top-secret government tech- 


feature lock-on capabilities for nailing mul- a 
tiple ETs at once. Borrowing a page from ; 
classic arcade blasters, enemies will attack 
in waves and you'll need to destroy all of - 
them within one area to progress to the F 

next; they’re separated by energy fields. : 1 

Thankfully, there'll also be an auto-aiming 









ESA TEEN) MAK PLAYERS; ONE RELEASE: FALL 


there will be some simple puzzles thrown in. High-tech PS2 
polish has been applied in coats, and so far the whole thing 
looks very faithful to the films — or at least what we saw of 
post-apocalyptic L.A. in them. The game's release is coming 
up fast, so expect more soon. 


THE TERMINATOR 
ep 


Crappy hospitals and lousy 
public transportation... isn’t this 
supposed to be the future? 


TYPE ACTONSHOOTER. ESRB: TEEN. MAK PLAYERS ONE RELEASE: SU 


guys, which will include those of the air- 
borne, dive-bombing persuasion. 

The game's environments are set up 
to push players forward toward the boss, 
so don't expect a free-roaming experi- 
ence. There will be plenty of destructible 
objects (including plenty of cars) to 
interact with (ie. blow to smithereens), 
so the potential of Hollywood-caliber 
tazzle-dazzle is definitely there. 





's coming along nicely. 
with. 


h, Agent Jay & Kay’s 
radeable, and will also 


The Fresh Prince gets to carry a 
some pretty fresh guns. 


Lirclaere)ers| i tntom oye (81 








Pure speed. A 
Pure combat. Pure action. 4 one 


Global warming thréatens life on earth. Frozen regions of Siberia have melted, 
submerging entire countries. As part of an elite group of pilots assembled by the 
World Alliance, your mission‘is to take out the World Order Reorganization Front, an 


organization that exploits natural disasters for its own benefit. Prepare for take 








Experience G-Force Choose from 4 views: cockpit, Engage multiple enemies in a 
using the controller. cockpit without meter, small and large. variety of death-defying missions. 


EVERYONE : ii Asmik & Sammy) 
: ; : Ace 





Mild Language Entertainment Inc. 


Violence 





This month, PSM plays James Bond and 
manages to get its grubby little hands on 


Sony’s top-secret Broadband Adapter, 





along with confidential beta copies of Frequency Online, Gameday 







Online, SOCOM and Twisted Metal Black Online. We can't tell you 


how we got it, but get ready to hear all the juicy details! 








en years agp, online 
gaming was a pipe 


its infancy, the World Wide 
Web didn’t exist and the 
PlayStation was under devel- 
opment at the request of 
Nintendo — it was to be the 
SNES CD-ROM attachment. 
My, how things have changed. 
The online gaming revolution 
started in late 1993 when id Software released 
a little game called Doom. Suddenly nerds 
everywhere gained an interest in networking. 
Online multiplayer quickly went from an 
optional feature to a requirement. Gamers 
learned that playing against a living, breathing, 


dream. The Internet was still in 


thinking (well, usually) opponent was loads bet- 
ter than playing against pre-programmed com- 
puter characters that had to cheat in order to 
compete. 

Unfortunately for console gamers, online 
gaming took a bit longer to mature. There 
were a few aborted attempts to bring con- 
soles online during the 16-bit days, but it 
was not until the Sega Dreamcast that 
online console gaming became a reality. 
Following Sega's lead both Sony and 
Microsoft announced online strategies for 
the PS2 and Xbox. 

First shown at E3 in 2001, the PS2 
Network Adapter was originally scheduled to 
ship in November of last year. Sporting a 
10/100 Ethernet jack as well as a 56k 








modem and a hard drive, the PS2 Network 
Adapter promised gamers a lot. From online 
gaming to downloadable content, Sony has 
big plans for the Network Adapter. 
Unfortunately, those plans aren't being 
revealed to anybody quite yet. In fact, a 
phone call to the Foster City offices only net- 
ted PSM the following statement: “The 
Network Adapter is on target for launch in 
North America in August” That just wasn’t 
enough to satisfy our curious appetites, so we 
did what any good videogame journalists 
would do — we trekked across North America 
and managed to get our hands on a Network 
Adapter along with beta copies of Frequency 
Online, Gameday, SOCOM and Twisted Metal 
Black Online. Now, let’s get connected! 

















he current version of the 
T Network Adapter is slightly 

thicker than the unit shown at 
E3 2001 and connects to the PS2 
via the expansion bay on the back 
of the system. Two thumb screws 
anchor the Network Adapter to the 
PS2. On the back of the adapter, 
there are two jacks — one for 
Ethernet (broadband) and one for 
a phone line. 

Internally, the Network Adapter 

has a power connector and a data 





connector for an IDE hard drive. 
The hard drive slides into the PS2 
expansion bay and the Network 
Adapter connects to the hard drive 
when it’s plugged into the console. 
It’s not known at this time what ATA 
standard the Network Adapter 
uses, though, or if it’s possible to 
use more than one type of drive. In 
our tests, an ATA-100 drive would 
spin up when connected to the 
Network Adapter, but it wasn’t rec- 
ognized by the system or the soft- 


"ADAPTER 


ware we had on hand. 

Current plans call for the 
Network Adapter to be sold for a 
retail price of $39.99, with the hard 
dive being planned as an optional 
add-on if and when there is PS2 
software that can utilize it, such as 
Final Fantasy XI and EverQuest 
Online Adventures. 


CON 
NET Wi 2 
Sony wanted to ensure that even a 
non-techie could install and config- 
ure the Network Adapter, and it’s 
done a good job there. The configu- 
ration application we used was 
incredibly simple and included a full 
suite of test options in order to veri- 
fy connection status once everything 
was in place. There’s even a how-to 
video on the setup disc if you want 
to see how things are done before 
doing it yourself. 

Before configuring the Network 
Adapter, you will need to decide if 
you are using the Ethernet (broad- 
band) or modem (narrowband) con- 












nection. You will also need to have a 
Memory Card with 137kb of free 
space in order to save the configura- 
tion settings. All of the network 
compatible games will use the 
Memory Card save to get online. 
The Ethernet configuration has 
options for Static IP, DHCP and 
PPPoE configurations while the 
modem setup works with any ISP 
via a standard PPP connection. 
There are configuration scripts for 
AT&T, Earthlink, Prodigy and 
Sympatico (Canada only) on the > 





The Network Adapter has ports for 
both narrowband (56K) and broadband 
(DSL, Cable) connections. Just don’t mix 
them up as your PS2 could be damaged. 
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4 After purchasing the $40 adapter, connecting it to the PlayStation 2 and booting up the 
startup disc, you'll be presented with a myriad of menus that you'll have to navigate 
through. Initially, the software will run various diagnostic checks in order to determine if 
the Network Adapter and your internet connection are working correctly. If everything goes 
well, then you'll need to select your ISP from a list and input all of the necessary informa- 
tion, such as your login name and password. When that’s over with, the data is then copied 
to your Memory Card, where it can be accessed by all of the various online compatible 
games. Granted, this entire process may seem a bit much, but it’s actually not that bad. 


SPIES LIKE US... 


‘Select your §SP trom the list 


Sympaticey 


Synpatica 


eo 
ae 
Prodigy EarthLink 


TET CTHER 


D wack 


we | emecs 


Your tSP 
not listed? 


> setup disc, which 

means you can save a step 

or two if one of those compa- 
nies is your ISP. 

Ironically, the Network Adapter 
doesn’t have support for America 
Online as of now, due to the fact that 
it uses a custom dialer. That’s strange, 
if only for the fact that Sony and AOL 
were jointly demoing AOL for PS2 at 
E3 2001. There’s no word on the cur- 
rent status of AOL for PS2, however. 

It does appear, fortunately, that 
Sony is toying with the idea of sup- 
porting third party network adapters 
as well as its own. There are configu- 
ration settings for Ethernet adapters 
by D-Link and Linksys, among others. 
This could easily disappear by launch 
time, but if Sony does in fact support 
third party adapters, it would be a 
huge plus, especially for those early 
adopters who purchased USB 
Ethernet adapters to play Tony 
Hawk’s Pro Skater 3 online and don't 
want to fork out another $40. 





To go along with our unveiling of Sony’s online test, we managed to uncover a couple of Beta testers who were willing to spill the 
beans, but only for a price. So, after a bit of bribery (two dozen Krispy Kreme donuts), we got the complete low-down 
on their opinions about the network, the handful of test games and multiplayer gaming, in general. Read on... if you dare. 


AGENT CYGNUS | 


hen | received:the 
Broadband Adapter and ini- 
tial demo disc containing 


Gameday and Frequency, | was squeal- 
ing like a stuck pig in the Bayou. 
Getting chosen for the Beta testing 
was something | had hoped for, but 
quite honestly | thought my chances 
were terrible. Well, | got picked, and 
the excitement Was overwhelming. 
Even though I’ve been playing 
videogames since forever, | never have 
played online, and the PS2 was going 
to be the object of my deflowering. 

Frequency was my first foray into 
the PS2 online world, and since I’ve 
played the original, the gameplay was 
second nature to me. This title | played 
ona 56K line; since at the time | was 
still figuring out my DSL set up. | didn’t 
notice any lag; the play seemed 
smooth and tight. The chat feature 
was nice in the lobby and there were 
character (icon) customizations avail- 
able, also. Frequency is a fun game 
and playing online seemed to just add 
to the experience. _ 

Twisted Metal Black was at first 
extremely frustrating. | was still on my 
56K at the time and out of the 40 or 
so times | tried to connect to the 
servers, | failed most of those attempts. 


Xl 


I did get on twice, but was promptly 
kicked offfor whatever reason. This 
Clarelayetefal(elrslantele(er) | WArcliccia MilMlIVAtele 
my DSL up and,running. 

Now when | logged on to the 7MB 
server, | got access after every attempt. 
The lobby was easy to make out and 
Navigating into games, or hosting my 
Own, Was very easy. The new modes of 
play also were an added plus. Most of 
all, the game was just as fast, furious, 
and graphically rich as ever. The only 
downside was that on rare occasion 
(maybe 1 out of 20 games) the game 
would lock and only a reset of the PS2 
would remedy the freeze. This title, 
even though | played the hell out of it 
when it first appeared on store shelves, 
remained my favorite of the bunch. 

Socom U.S Navy Seals was strange 
for me. Not being an accomplished 
"Fragger , | was a’bit out of my ele- 
ment. However, it seemed to play fine 
and there was little to no lag. | can see 
how this game could become 
extremely popular. 

Now that it’s all over and | have to 
Pack up the Beta products for shipping, 
| can honestly say that I’m looking for- 
ward to August. With some added bug 
fixing and refining, this summer could 
see me ignoring my wife to go online. 


AGENT HYPE! 


ou've read about the:PS2 
Y network adapter for some 

time now. Well, | finally 
got my hands on one through 
Sony's beta testing program. 
Installation was a breeze and get- 
ting logged on was simple as 
well, even without a keyboard. 
The startup disk tells you every- 
thing you need to know about 
the installation and startup with a 
short, but thorough, video tutori- 
al. Roughly, the installation took 
about thirty seconds, thirty-five if 
you count removing the cover on 
the back of your console. 
However, you'do need to know 
your ISP. account info for the 
startup (dialup #, User name 
and password). 

The games | got to test 
required files downloaded to the 
Memory Card, but‘took up very 
little space. It has ports for ether- 
net or dial-upy but | had to use 
dial-up’since my DSL wasn't con- 
nected yet. This worked just fine 
and | had a blast! There are three 
zones to play in, east, central and 
west, depending on where you 
are. You can play in any of the 
zones, but you obviously want to 


eKIND ZERO 


use.the one closest to you in 
order toureduce the lag. 

| got to test three game 
demos: NFL Gameday, Frequency 
and Twisted Metal Black: Online. 
Of those games, || played Twisted 
Metal the most and certainly 
enjoyed it. Up to eight people can 
play at once in several different 
modes. There are also some cool 
powerup icons for those who are 
thorough in searching the terrain. 
If you've played any online 
games, you will recognize the 
effects of lag. It Wasn't too bad, 
but sometimes the other cars 
would accelerate very rapidly or 
Simply ‘teleport’ to an updated 
position. Otherwise, there was 
very little slow down. This game 
also didn't have’a chat feature, 
but it's still an early version. 

The thing | hated most about 
the PS2 network adapter was 
having to send it back».If you 
have a PS2 and internet service, 

_then you should definitely get _ 
one of these things. | can prom- 
ise you that I'll be in line to get _ 
one when they become available. 
Until that day, I'll be polishing my 
skills and equipment off-line. 
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SJteereipeectytle, sppletsn eles 


la eighitclestiesss cigielatcoleye) cere gtcitiegisy 
with the new Strategy screen! efeitesy, iene vie cea! 
@ Live your own Three Kingdoms experience! Play one of 535 characters, from civil 
servant to the mighty Lu Bu! 
EVERYONE @ 10 scenarios with multiple endings and story paths! The fate of a nation is in your hands! 
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With the GameDay series going online this year, it seems highly feasible that 2 
both SEGA and Electronic Arts will follow that example with their own titles. 





PLAYING THE GAMES 


nlike Microsoft, which is 
pushing a peer-to-peer 
model for online gaming, 
Sony appears to be using 
a client/server model. All 
of the games we tested (with the 
exception of Tony Hawk 3) require 
players to log onto a lobby service 
before joining a game. For gamers, 
this is a big plus from a game security 
standpoint. Peer-to-peer models are 
more open to cheating than 
client/server models. 
Once you have chosen a game and 
connected to a lobby server, you can 
either chat with players or jump into a 
game. The games all support a virtual 
keyboard as well as USB keyboards. 
Using a USB keyboard is highly recom- 
mended if you plan to communicate 
with your fellow gamers. Trying to type 
out a message on the virtual keyboard 
is an exercise in futility. 


NFL GAMEDAY 


Based off of the Gameday 2002 
engine, Gameday online looks and 
plays just like its offline counterpart. 
Players can practice offline in the 
Preseason mode and then hop into 
the action online. 

Games default to Simulation mode 
on the rookie difficulty level with five- 
minute quarters. Other options 
include an Arcade mode, Veteran, All- 


The setup disc, which comes with 
the Network Adapter, includes a 
decent tutorial on how to set up 
your PS2 for connecting online. 





Pro, and Hall of Fame difficulty levels 
and the option to increase quarters up 
to 15 minutes 

At this stage, the beta version of 
Gameday online is limited to only 
two players. This was probably done 
in order to encourage modem play- 
ers to join in, but it does limit the 
potential of the game. We were 
quickly imagining a huge Gameday 
grudge match with teams of four or 
five players on each side and each 
controlling an individual player on 
the screen. Hopefully, this is some- 
thing that can be included as an 
option down the road. 

There was one minor bug which we 
found in Gameday. If you chatted a bit 
too much, it was possible to lock up 
the lobby interface and freeze the sys- 
tem. A simple reboot fixed the prob- 
lem and we were back in business. 


NFL GAME DAY 2002 


GameDay 
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FREQUENCY 


Like Gameday, Frequency Online 
shares a lot in common with its offline 
counterpart. Players new to the game 
can play a four-level demo version of 
Frequency offline to practice and then 
hop online to check out their skills. If 
you own the full version of Frequency, 
you can swap discs once the demo 
has loaded and then have access to 
the full range of songs. 

The least bandwidth intensive 
game of the group, Frequency Online 
played just as well over a modem as 
via the Ethernet. There is a maximum 
cap of four players per game, though. 


TWISTED METAL BLACK 


This game is the reason the gods gave 
us the Network Adapter. Playing 
Twisted Metal Black against the com- 
puter is one thing. Playing it against 
real, live opponents is like playing an 
entirely different game or, to para- 
phrase Spinal Tap, TMB:Online is TMB 
with the intensity level set to 11. 

TMB: Online features all of the cars 
and arenas found in the offline game. 
The only thing missing is the single 
player mode which you will not miss 
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after you have played a bit of the 
online mode. Over the Ethernet con- 
nection, TMB: Online will support 
around 6-8 players smoothly. One of 
the larger games had a few random 
hiccups, but they were minor and not 
a common occurrence. Due to 
reduced bandwidth, modem players 
are effectively limited to two player 
games. Still fun, but not nearly as 
much as a larger match. 

Thanks to the client/server model, 
players can jump into and out of 7MB: 
Online at any time. This convenience 
makes pick-up games an easy reality. 

Visually, TMB: Online is indistin- 
guishable from TMB. No sacrifices 
appear to have been made to either 
the models or the framerate in order 
to enable online play, which was one 
of our initial fears about the game. 

While TMB:Online does not have 
an offline mode, it does feature some- 
thing almost as appealing — LAN play. 
With the LAN option, you do not need 
an active Internet con- 
nection. Simply hook 
up your PS2 sys- 
tems to an 
Ethernet hub, 
boot 7MB: Online 
on each one 





AM 


and go to town. Sadly (and to the 
great disappointment of all involved), 
we were unable to test LAN play 
because we only had one Network 
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Using your socom headset you can 
talk with your teammates and send 
taunts at your enemies. 


Adapter on hand. 

Easily the best of the beta soft- 
ware, TMB:Online will be one of the 
Network Adapter’s killer apps. 
Everything about it is polished and it 
is still just in beta form. We are 
eagerly anticipating this one. 


SOCOM 


If you are not yet familiar with 
SOCOM, we have to ask what rock 
you have been living under. First 
shown in conjunction with the 


While SOCOM may be the most fun when playing against a large number of 
opponents, nothing beats the fast-paced excitement of Twisted Metal Black. 





“No sacrifices appear to have been made to 
either the models or the framerate of Twisted 
Metal Black in order to enable online play.” 


Network Adapter at E3 2001, SOCOM 
is one of Sony’s major fall releases. 
Set in current time, the game drops 
players into the role of a Navy SEAL 
trying to thwart terrorist operatives. 
Players who are tired of playing the 
good guy can join up as a terrorist 
playing against the SEALs. 

Like Counterstrike for the PC, 
SOCOM offers players different 
character types to choose from. At 
this point, the character types are 
fairly interchangeable. That should 
change closer to the ship date. In 
addition to choosing character type, 
you can also choose from a set 
number of weapons. 

Gameplay centers around mis- 
sions, such as “rescue the hostages” 
or “eliminate all terrorists” The left 
analog stick controls movement 
while the right analog stick controls 
your view. Sadly, the control scheme 
still needs a bit of fine tuning, but 
it’s definitely heading in the right 
direction. After a few rounds of play- 
ing, it pretty much felt quite natural. 
We did, however, still have some 
one-on-one firefights that were just 
pathetic because it was nearly 
impossible to turn and aim at the 
same time. Currently, SOCOM does 
not support a USB mouse, though if 
we could make one change to the 
game, that would be it. Sony, if you 
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are listening, give us a 
keyboard/mouse control scheme in 
the final version. We'll love ya for it. 

In order to keep the quality of 
gameplay up, SOCOM does not sup- 
port modem players, just broad- 
band connections. The full version 
of SOCOM will support real-time 
voice chat, which is something that 
could not be implemented if 
modem players were allowed to 
join the games. 


IN THE END... 


wt The Network Adapter is still 
one big gamble for Sony. 
History has shown us that 


i 

i cee 

__ peripherals never achieve the | 
penetration level of the original | 
console, and without wide- ecg 





spread sales of the Network 
Adapter, Sony will have a hard 
time convincing developers to 
produce games for it. 

That being said, Sony made 
a wise move in delaying the 
Network Adapter until this 
August. It’s taken the time to 
polish the software and ensure 
that at least one, if not more, 
killer apps will be ready for the 
Network Adapter when it 
launches. In addition to the | 
beta games we saw, an online 
version of Hot Shots Golf is in 
development in Japan. Expect 
to see Hot Shots Online on dis- 
play at E3. 

Will other developers sup- 
port the Network Adapter? It’s 
hard to say for sure, but the 
low cost of the adapter, cou- 
pled with the announcement 
of a little game called Final 
Fantasy XI, is sure to encour- 
age developers that the 
adapter is a viable add-on. 

Should you plan on buying 
the Network Adapter? The 
answer to that question is a 
resounding YES. At $39.99 the 
adapter costs less than a new 
PS2 game. We're also betting 
that it will ship with a demo 
disc, which means gaming 
goodness right out of the box. 
Save your pennies now 
because once you've experi- 
enced online gaming you won't 
want to give it up. We can’t 


wait for August to roll around. [=) s 
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for more info. 
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A Most of the enemies are robotic, and are 
built by the evil Blarg. 


MAX. PLAYERS 
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A Ratchet’s wrench has a sideways slash, an overhead smash, and can even be thrown like 


a boomerang. 


RATCHET & CLANK 


The most inventive new platformer in the galaxy 


s beautiful and technologi- 
A cally impressive as Jak & 
Daxter was, it’s a fair 


criticism to say that its actual 
gameplay didn’t innovate much. In 
comparison, that’s about the last thing 
players of Ratchet & Clank, the latest 
project from Spyro developer 
Insomniac Games, are likely to say. 
While the visuals of this spacefaring 
platform adventure are quite 
comparable to those in JSD, its 
gameplay looks to have moved light 
years ahead. 

Predictably, the game's two main 
characters are Ratchet, a street-smart, 
anthropomorphic tiger/squirrel guy 
who carries a giant wrench, and 
Clank, a nerdy-but-endearing robot. 


With Clank strapped securely to 
Ratchet’s back, this odd couple sets 
out to combat the Blarg, a race of evil 
oppressors who, having ruined their 
own home world, are in the process of 


BLOWN AWAY 


demolishing all the other planets in 
the galaxy in order to get materials to 
build themselves a patchwork world. 
The game's biggest twist is an 
RPG-style focus on buying new 


The lighting in Ratchet & Clank is impressive — check out the way 
an explosion dynamically lights up the surrounding area at night. 


é 
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& Grenades are great against groups of enemies. Just pull the pin and throw... 
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equipment. Ratchet begins with a 
wrench that doubles as both a battle 
axe and a boomerang, but you can 
also purchase over 35 additional 
weapons and gadgets, each designed 
to deepen a particular aspect of the 
gameplay. These range from high- 
powered artillery, like a bomb- 
throwing glove and a flame thrower, to 
less combat-focused items, including a 
lockpick and a cable shot. Even Clank 
himself can be modified — one 
upgrade we saw enabled the little 
robot to sprout propellers, giving 
Ratchet the ability to jump both 
higher and longer, as well as glide. On 
top of this, Ratchet has over 20 addi- 
tional moves, including jumps, dodges, 
and Sonic-style rail grinds. 

Overall production values are top- 
notch. The graphics are great, both 
artistically and technologically, and 
both controls and camera are tight 
and responsive. We also love the fact 
that, while you'll need money won 
from fallen enemies to buy upgrades, 
the game's story-based missions will 


PSM 


a 
| » Each world is huge | 
| and. detailed. See that } 
| realistic factory in the | 
| background? That’s 
| real geometry. This 
engine can draw. | 
entire cities, which eat 
you can then explore. | 


BREAKDOW 


never require you to collect anything — 
no coins, no rings, no orbs or fruit — 
nothing. Finally, the worlds are huge, 
varied and vibrant and the characters 
populating them are genuinely enter- 
taining — we found ourselves literally 
laughing out loud at times. Keep your 
eyes open for this one — it’s really 
looking fantastic. 


> Eric Bratcher 





It’s as good looking as Jak & Daxter, but 
with deeper, gadget-focused gameplay 
and a funny, entertaining cast. 





> Clank usually rides 
on Ratchet’s back, 
even enabling 
upgrades like super 


| has hinted that he 

| may be a playable 
character on at least a 
couple levels — 
possibly after gaining 
the power of flight? 


E 


and impressive in both 


art design and technol- 


ogy — note the 


dynamic lighting of this 


explosion. And they‘re 
still improving. 





| 
| 
| 
jumping. Insomniac | 
| 
| 
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4 The graphics are lush / ' a 


GADGETS ARE US | 


Batman’s utility belt pales in comparison to the wide range of 


devices Ratchet & Clank will wield. 
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A Some of these gizmos will help you gain access to new areas, while others 


your enemies into scrap. 


An up-close look at 
the game in action 








One of the most formidable 


weapons in the early game is 


| the Pyrocitor, or flamethrower. 
| In enemy hands, it’s trouble. In 
| your paws, it’s BIG trouble. 


WWW.PSMONLINE.COM > #60 JULY 2002 > 100% INDEPENDENT PLAYSTATION 2 MAGAZINE {= J—Y;1} 


068 -%, PREVIEWS 


0.0 
fe) 
oO 


_, PUBLISHER 
SONY CEA 


THE DEVI 
INSIDE 


Aside from the warrior Ferai, 
the vampiric Wraith, and the 
aquatic Undine, there’s the 
fiery Djinn, not pictured as yet. 


| ESRB RATING 
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A Jen morphs to take on her different demon — do you think the fins really suit her? 


rimal is a fine-looking 
Pp) successor to SCEE 
Cambridge’s Medievil in 


more ways than one. Its demon 
worlds and supernatural beasts are 
huge and suitably spooky, but the 
heroine is what draws the eye first. Jen 


Sir Dan makes way 


for a new generation 


is an unusually attractive design, just 
a little left of center. The leather 

outfit is outré without being overdone, 
the tattoo adds a nice accent, and 
Hudson Leick (Xena’s Callisto) invests 
her with a cool, no-BS attitude. Not a 
bad foundation. 


Jen is dragged into lands beyond 
by Scree, a gargoyle who becomes her 
guide. Her boyfriend, Lewis, has been 
kidnapped to become the avatar of 
Chaos, so Order needs an opposite 
number to maintain balance and heal 
the war-torn demon worlds. Along her 


trip through the elemental realms, Jen 
acquires four forms, each with abilities 
based on one demon race. Scree is 
support — fetching, storing energy, 
and possessing statues for battles. 

Demon Jen cuts loose in Tekken 
Lite one-on-one battles. L2 and R2 
deliver attacks, with weak and strong 
strikes depending on the pressure 
exerted. Combos are easy, and each 
form has 20, plus one-shot-kill 
finishers. Combat is fast and fun, but 
the soundtrack may get repetitive. 

Primal’s look, at least, should draw 
unanimous praise. From the watery 
depths of the Undine to the Wraiths’ 
Renaissance castles, the worlds are 
sprawling, seamless, and very pretty. 
Fans of Sou! Reaver or Drakan should 
definitely watch for it this winter. 

> David Smith 


the BUZZ 


It’s more serious than Medievil, but with a 
similarly strong personality — this studio 
isn’t known for poor game design. 


¥ Scree can absorb energy from slain enemies 


__and transfer it to Jen when she’s running low. 
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DR. MUTO. 


Can Midway innovate the genre? 
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hile in development for quite some time now, 

Midway’s Dr. Muto has still lived most of its life in the 

shadows. Little is known about the game thus far, so I 
assume that it will have a major presence at E3. The game follows the 
bizarre Dr. Muto as he attempts to rebuild his planet after accidently 
destroying it. In order to fully fix it, though, he'll have to steal ' 
materials and resources from other nearby planets. 

Making his job a bit easier is his special gun that enables the good 
doctor to transform into different creatures. Players will discover other 
blueprints that will enable you to build more useful inventions. 

The idea of being able to mutate into different forms is certainly 9 
interesting and the game, itself, definitely has a very unique look about 
it. We can honestly say that we haven’t really seen anything else 
like it on the PS2 or any other console, 
for that matter. And that, in itself, 
could help to make this one major 
sleeper hit. 


fa 
& 


> Stephen Frost 


the BUZZ 


If the gameplay can match the bizarre 
visuals, then Midway may have a true hit 
on its hands. 





4 Don't run into that green toxic slime! 
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CHECK-SIX GAMES NOVEMBER | ACTION/PLATFORM ! | EVERYONE 


SPYRO: ENTER THE DRAGONFLY 


The lovable dragon returns for his first PS2 adventure 























ith each incarnation of titles and provided the world with a normally be guiding the young 
Spyro on the PSone, the mascot that was endearing and dragons. So, Spyro and Sparx (who 
series grew in both charismatic. Unfortunately, for Enter somehow managed to elude capture) 
i a quality and popularity. Insomniac the Dragonfly, the gifted development must embark on a new journey to 
nee ie POLAT een Demoen, really showed its talent for platform studio is no longer at the helm. recover the dragonflies and rid the 
However, the reins have been handed __ world of the evil. The adventure 
over to a new team at Check-Six, begins this Fall. 
which is working hard to make sure > Stephen Frost 


that this sequel lives up to the legacy 
of the PSone titles. And, from what 
we've seen, it looks to do just that. the BUZZ 
This time around, the plot involves Well, Spyro’s back, but will his new devel- 
cpa H opment team be up to the challenge? Our 
the forces of evil Kidnapping all the first look at this title says “Yes!”. 
dragonfly companions which would 





4 Spyro retains his ieee flame attack for this sequel. a The worlds range 3 from the extremely hot to the frigidly cold. Brrr... 
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TY THE TASMANIAN TIGER 


Hands-on with EA’s original Australian hero 








t’s been a month now 

since we last previewed 

EA’s first PS2 foray into 
the platform genre, Ty the Tasmanian 
Tiger. Since then, we've had a chance 
to have a little hands-on time with the 
title and felt it warranted another 
preview. The game seems to be 
coming along nicely and, barring any 
major setbacks, should easily make its 
winter release date. 

Developed by Krome Studios of 
Australia, Ty definitely has its heart 
and soul set in the Outback. All of the 
levels, characters and power-ups are 
heavily influenced by, or indigenous 
to, the land down under. While a good 
number of the environments are open 
and spacious, focusing more on 
exploration, there are also plenty that 
are more confined, leading the player 
down a particular path. In both, 
however, the camera does a remark- 
ably wonderful job of taking you by 
the hand and showing you where you 
should be going. 

Ty relies on two main attacks. 
Along with a powerful bite, he can 
utilize various boomerangs 
empowered with different abilities. 


EATING OUTBACK 


One of Ty’s main attacks is the 
ability to chomp down on his 

opponents with those big fangs 
of his. 










V4 Ty packs more biting time in this 


game than Pac Man ever could. 








He can also glide for short distances 
by using two boomerangs as wings to 
catch some air. 

In the end, this title may not 


The ice-powered boomerangs allow 
Ty to freeze water in order to create 
platforms while the fire ones will 

incinerate most enemies in no time. 
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A Ty puts the hurting on this huge beetle. It should know better than messing with a 
Tasmanian tiger .In real life, Tasmanian tigers are marsupials and sadly extinct. 


provide a completely original experi- 
ence, but there's definitely enough 
humor and fun here to get us excited. 
After all, a platformer doesn’t have to 
be entirely innovative in order to be 
good. Jak and Daxter was a perfect 
example of this. At least for right now, 
Ty seems to be, too. 

> Stephen Frost 


With its Australian accents and innovative 
use of boomerangs, Ty The Tasmanian Tiger 
could be a big hit. 


¥ Sure, he’s got a bit of an attitude but 
you have to love those boxers 
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A Some things are improved this time around. Singe’s fire breath looks better than ever. 


DRAGON’S LAIR 3D 


A classic returns with a new dimension 


hen the original Dragon’s 

Lair was released back in 

1983, it quickly 
entrenched itself as one of the most 
unique, beloved videogames of all 
time. Now, nearly 20 years later, the 
same men who created the original 
Dragon’s Lair are back to give it 
another go. 

Dragon’s Lair 3D’s beautiful 

graphics (hand-drawn by Don Bluth 
Studios) have been meticulously 


recreated using a fully 3D engine. 
This switch to 3D has enabled a 
major reworking of the basic 
gameplay. In the original Dragon’s 
Lair, you pressed a lone button 


 — 


(sword) or a joystick direction at the 
proper moment to keep the scene 
moving along. Now it's a fully 3D 
adventure, and Dirk has earned 
several new moves. He'll need them, 
too. Developer Dragonstone has not 
only recreated each of the original 
game's 20+ enemy types, like the 
Black Knight and the Cyclops 
Tentacles, but added a dozen new 
ones as well. The entire game has 
expanded to seven times its original 
size, with a whopping 250 rooms to 
explore. Add to that 40 new pieces of 
music (the original had almost none), 
new opening and ending movies 
animated by Don Bluth, and Dolby 
ProLogic Surround Sound, and it 
seems likely that this Dragon’s Lair will 
contain more treasure than ever. 

> Eric Bratcher 


the BUZZ 


If the personality of the original can be 
combined with solid 3D gameplay, Dante 
may have to start calling Dirk “Daddy”. 
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A Dirk boasts over 150 animations -— 


no wonder he looks so authentic. 


¥ Many of the new areas are substan- 
tially larger than those seen in the 
first game. 


BIGGER TH 
BEFORE 

Dragon’s Lair 3D is over seven 
times larger than the original 
title, which is good. The original 
could be beaten in 12 minutes, 
once you knew the pattern. 


Say 
Wa There are over a dozen all-new 


enemies (bringing the total to over 40), 
and some 250 rooms to explore. 


NY 
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EAST END AT 
THE SHARP END 


As in Winback, you do plenty 
of crawling along walls and 
peeking around corners. 
Then, jump out to blast 
unsuspecting thugs. 


eam Soho’s The Getaway is 
ai a more ambitious project 

than Sony ever let on, 
although two years of secrecy hinted 
at something special. Now, it’s coming 
together: a 3D shooter, a driving sim, 
a detailed recreation of London, and a 


MAX. PLAYERS ESRB RATING 


| 
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i. 


it a 
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classic crime movie all in one. Gamers 
are going to be blown away. 

The Getaway’s chases span a huge 
virtual city — 20 square miles faithful- 
ly built from reams of photographic 
references and maps. Even storefronts 
and logos are accurate, Sony having 





ce ues 
o 


licensed names from corporations 
down to individual nightclubs. The 
amount of variety in the backgrounds 
is already staggering. 

Thematically, the game's roots are 
in the British crime film tradition (a la 
Get Carter). Thick accents, raw 


¥ His wife is murdered, his son is 
kidnapped, and he’s in hock to a vicious 
gang boss. Mercy is not on Mark 
Hammond's agenda. 
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language, and strong acting create an 
authentic cinematic feel. Technology 
played a hand, of course — for the 
cutscenes, Soho employed a magnetic 
mo-cap system, grabbing data from 
five actors at once, with props. The 
result is excellent physical acting; 3D 
characters reacting appropriately to 
each other and the environment. 

The action sequences following the 
driving need work, though. Sneaking 
and jump-out techniques, reminiscent 
of Winback, work well, but the camera 
is currently a hindrance in the more 
confined spaces. Even so, The 
Getaway’s setting and story could 
carry it a long way. The plot is much 
more detailed than expected, incorpo- 
rating two lead characters and inter- 
twining missions in one grand epic. 

> David Smith 












Its graphics and gameplay may need a 
little polish, but The Getaway is definitely 
drenched in style. 


¥ Soho’s not such a nice neighborhood, but then 
this isn’t such a nice game. 
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NAL RESISTANCE 


Aliens are invading and only one person can stop them... you 





ou PSone action/ 

adventure fans out there 

will probably remember 
the MediEvil series, which surprised us 
all with its rather unique lead 
character and humorous storylines. 

Unfortunately, a PS2 sequel hasn't 
been announced yet, but there's still 
some good news we can share with 
you. The same developers who 
brought you the bones of Sir Daniel 
Fortesque are the ones behind C-12: 
Final Resistance. 

Situated in more of a bleak, sci-fi 
world rather than a comedic one, C- 
72 throws you into the worn combat 
boots of one Riley Vaughn. The game 
opens just shortly after a major 
ground invasion of Earth by a 
powerful alien race. At first, it's 
unclear why the aliens have invaded 
but then the horrible truth is eventu- 
ally revealed. They're harvesting all 
the non-radioactive carbon from the 
planet which, in turn, is wiping out all 
life. And, thus, that's how the title of 
the game came about. The few 
remaining humans, many of whom 











= 
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| Vaughan’s artificial eye can 

| scan objects and get more info 
about them. It can also detect 
enemy weaknesses. 
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have been captured, are being turned 
into cyborg warriors and pitted against 
their very own race. 

As Vaughn, you'll have to use your 
large arsenal of weapons to complete 


over 35 different objectives and 
destroy the alien invasion. To help you 
out, you'll have access to a high-tech 
imaging unit that’s been implanted in 
your left eye. With it, you can zoom-in 
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to track enemies and even discover 
their weaknesses. 

As with the MediEvil games, expect 
a large variety of action along the way, 
as well as a good number of well- 
designed puzzles. We'll have a full 
review of this title next issue, but in 
the time being, enjoy these exciting 
new screenshots. 

> Stephen Frost 


the BUZZ 


This game has already sold over 300,000 
copies in the U.K., so it’s got to be pretty 
good. We'll find out next issue. 








{e) 


PREVIEWS <: 


° 


oo000 






Te aay 
PERCENT COMPLETE ata 


ee  SNEAKING AROUND 


Being a thief, Sly knows how to sneak with the best of them. He’s 
virtually unnoticeable, unless he actually wants to be seen. 







iS 
A Sometimes the most direct path to something isn’t the straightest one. 


SIY COOPER AND THE Sony sucker punches the 
THIEVIUS RACCOONUS P32 with a new platformer 


N ot knowing what to cartoon-like, but the title still has a plished. The game plays wonderfully they might even one-up them. And 


A From hiding around corners to jumping into barrels, Sly is a master of disappearing. 


expect, I was a bit sort of real-life feel about it. Sly never —_ and looks rather impressive. It that, my friends, is rather impressive. 
skeptical when Sony does anything that’s really dramatical- seemingly came out of nowhere, yet is > Stephen Frost 
invited me to go see its new platform ly removed from reality. The game is definitely going to leave a major mark 
title, Sly Cooper and the Thievius fun without being overtly silly. on the genre. Who would have 
Raccoonus. After all, this was the Despite seeing only two levels of thought? Mark my words, though. This FR ERetcan oer trr i iercu casi 
company that released Blasto. the game, | was definitely impressed development team is not only looking Leake hea el 
: be originality. We can’t wait to play it more. 
However, after only a few minutes of with what Sucker Punch has accom- to become the next Naughty Dog, 
seeing the game and then playing it, 
my doubts were completely cast aside. 
Sly instantly won me over. 
Sly’s main mission is to find and 
take back the book that contains all of 
his family’s tricks and thieving tech- 
niques — the Thievius Raccoonus. 
Assisting him along the way are two 
unorthodox friends, one of which 
you'll apparently be able to play as. 
While using a cel-shading 
technique of outlining all the charac- 
ters in black, the game actually still 
has its own very unique graphical 
style. Obviously, the visuals look very 







¥ It may seem obvious, but if you collect 100 
coins, you get an extra man, errr... raccoon. 


SW) 





A The best way to describe Ty’s world would be to say that it’s a bit Loony Tunes combined 
with a bit of The Nightmare Before Christmas. It’s definitely unique, to say the least. 
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RYG /\ R: @ NES classic inspires Tecmo’s next big thing 
T THE LEGENDARY ADVENTURE 


and Goblins, Metal Gear, Ninja Gaiden, _ places). Rygar NES had all the badass weapon that would only get 

















Contra, Mario Bros., Final Fantasy— _—_ elements that make for good sequels: cooler on more powerful systems, and 
all games that have since A somewhat RPGish adventure story a fairly unique visual style and 
A behind. This costume graced other Systems and now that lent itself to Continuation, tons of selection of epic music. 
RR looks much better. have next-gen iterations. varied environments with hordes of Though details on Rygar are still 
SS However, oddly, one underrated enemies, a solid hero figure and somewhat scarce, it seems as though 


have played the Nintendo continued in a series was Tecmo’s 

Entertainment System in Rygar (not to mention Bionic 
its heyday... back when the ladies Commando — come now, 
wore Sassoons. If so, Capcom). Sure, there were 
you remember first two action-heavy arcade 
hand such games as versions, and an Atari Lynx 
the original console version based on those. But 
versions of Metroid, for some reason, Tecmo 
Legend of Zelda, Ghost never capitalized on the 
Taw potential of the NES 
side-scroller (which also 


featured a Zelda-like M RE 
overhead view in A These characters may, or may not, be straight out of Greco-Roman myth. 






FRIENDS AND FOES 


In Rygar NES, our hero had the help of Indora Gods and Wise Men, 
and among the 70+ enemies, there will be boss characters. 


ad ou may be old enough to NES classic that somehow wasn’t 
















»> Man, the years have been 
kind. What were you thinking 
with the red jumper, red 

boots, and the headband? 
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2 le dott = =. BAT HOME IN GRECO-ROME 


American audience is merely = ig 

“inspired” by the NES game, as Rani eons a The mythological Greco-Rome is a good setting for Rygar’s 
legendary adventure. These mock-ups of four of the confirmed 
environments offer a feel not unlike the original Devil May Cry, and 
should host an equal amount of action and exploration. 


Maximo was by Ghost and Goblins. 
While the story on the NES 
depicted a somewhat mythological 
culture, Tecmo says Rygar on PS2 is 
being set amidst Greco-Roman lore, 4 6d — ad 


taking cues from movies like Gladiator a rai se ‘§ 
A This could be the castle in the sky that . po 


and Clash of the Titans. The few juicy Wacnio mentioned. It hacsiiibaities tthe , ‘ “\ f. 
story bits include that the game isset = 5s. eS isis) Tos wa , 


on the island of Argus, that Rygar will E 1 Te > 
brave locations like a coliseum, Hades, | 
a water-filled palace, and a city in the ' 

sky, and, finally, that he'll have to A : = 
rescue a princess. Once again Rygar x a 
wields the “Diskarmon’ a fiery, bladed 
shield on the end of a chain. The 
player will have precise control of the 
weapon's wide arc and can even use it 


< i 4 Scattered about in the original were 
as a grappling hook. There will be items from Indora war gods, like a 


additional weapon attacks, like “fire,” crossbow, armor, and the Flute of Pegasus. 


—— s 
and Rygar can now summon other : Ti? { 4 q ¥ | 
creatures to take on the game's 70- abe : 


Fi all 
plus enemy types. Finally, Tecmo takes advantage of the . _ 
> Tommy Layton (abe ad 4 Who wouldn't mind traversing these majestic environments in order to save a princess? 
should get banner treatment at E3. Hopefully, she won't try to kick your ass like DMC’s Trish. 





“Rygar on PS2 is being set amidst Greco-Roman lore, taking CAMERA, ACTION! 


In switching to 3D, much of 


cues from movies like Gladiator and Clash of the Titans” Ryoar’s yameplay details 


remain a mystery. From these 
screens, it is quite possible that 


pS vi '34°q AKD Oy An up-close look at a camera system like Devil May 
the game in action Cry’s might be used. 






There will be more 
than 70 types of enemies. 










: Those of the NES and 

. Nae Vaal arcade versions included 
\ apes, swooping bats, 
crabs, lizards, snakes, 

Here we have the standard worms, dragons (some 
health meter, and possibly a with riders), flying fish, 
meter for special attacks or giant demons, griffins, 
summoned creatures. The NES i indescribable mutant 
game enabled you to put the humans (some with | 
power of collected stars tentacles), lava creatures, 
towards special attacks, health a lion-like boss character | 
recovery, and increasing the named Ligar who also had 
reach of the Diskarmor. the head of a dragon, and AY That is one healthy spurt of blood, 


a happy little fellow 
called Death who would 
chase you if you stayed in 
one place to long. 


especially at the hands of a caterpillar. 
Perhaps the Diskarmor may be used as a 
shield, too. 





: 
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Players will be able to control 
the arc of the Diskarmor, which 











can also be used as a grappling a 
hook. Also, this weapon will have pe 
Part of the interac- special additional attacks like fire. 
tive environments will In Rygar NES, a power up was = 
be destructible objects. required for Rygar to better 


throw his weapon vertically. 
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While Grandia X does feature 
some new and innovative 
features, it still doesn’t stray to 
far from the things we expect | 


pias See 
from a traditional RPG. = ie 


DD Aw! 


4 A lot of the enemies are quite large and powerful, so always have several health potions. 


.. — 


4 As you would expect, exploring, fighting and conversing are important in this game. 


hile Grandia Il was a good 
RPG, it suffered a bit in its 
quick conversion from 


freely whenever they want to. This 
should certainly make exploring the 
environments much easier. Helping 


presence of enemies. You'll be able to 
see them in advance and decide if you 
want to fight or not. As far as the 


Dreamcast to PlayStation 2. Let’s just 
say that the game had some problems 
in the graphical side of things and that 
Ubi Soft (the publisher) didn’t really 
spend the time necessary to fix them. 
Fortunately, that won't be the case 
with the latest installment in the 
Grandia series, Grandia Xtreme, as it’s 
being developed for the PS2 from the 
ground up. 

Players assume the role of Ewan, a 
master of elemental forces, but not 
quite the type of person you'd peg as 
a hero. Gathering the necessary team 
of characters, you'll have to make your 
way to Loca, an area that has mysteri- 
ously been overcome by evil. Only by 
destroying the source there can you 
bring the land back into harmony and 
restore the elemental balance. 

Grandia X is fully 3D, so players 
will be able to rotate the camera 


you out even further is a map function 
that not only shows you where you’ve 
been, but also alerts you to the 


Y¥ Both real-time and turn-based elements show 


up in Grandia X’s combat system. Interesting. 


SOI Cp 520m 


A Weather effects and highly detailed 
environments will provide the eye candy. 


actual combat goes, expect a mix of 
real-time and turn-based elements. 
> Stephen Frost 


This is the Grandia sequel that RPG fans 
have been waiting for. It’s not a conversion 
but rather designed purely for the PS2. 
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THE WORLD & 
|OF RAYMAN 








While some of the environ- 
ments may seem familiar to 
Rayman fans, the game will 
take you to many new places 

| that haven’t been seen before. 




























LOOKS LIKE 
IT'S RAYMAN 
SEASON! 


-_ a 





hile originally premiering Judging from these screenshots, titles. This is very much a Rayman 

asa 2D title onthe PSone, Rayman 3 definitely seems to be game for the next generation of 

the Rayman franchise has —_ coming along nicely. There’s plenty of consoles. We can’t wait to hear more 
quickly grown in popularity and is now _ detail in the environments, yet the about it in the months to come. We'll Rayman 2 is one of the best platform 
appearing on every console under the — game doesn’t stray too far from the let you know more as soon as we can. Me TY 

% ‘ looks to eclipse it in every major way. 
sun. The limbless hero's latest look that was prevalent in the first two > Stephen Frost 


adventure, Hoodlum Havoc, throws 
him into never before seen regions of 
his world, including the Swamp, Moor 
and Deadlands. 

It seems that combat will play a 
much larger role in this sequel, which 
means that gamers will really have to 
think before getting into a fight. This is 
mainly due to the fact that Ubi Soft 
has introduced a new gameplay 
feature, Tactical Arcade Combat 
System (T.A.C.S.), which makes 
enemies difficult to defeat unless you 
really study their strengths and 
fighting patterns. This is a great 
addition, in that it will help the title 
appeal more to hardcore gamers, yet 
prevent them from just running 
through the levels too quickly. 
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\, THE HARDER THEY 


Welcome to a future world where gigantic robots 
piloted by humans wage a hi-tech winner-take-all 
war. Following three different stories - 6 Gundam, 
Gundam Wing, and Mobile Suit Gundam -and across 
six modes of battle, two players will be put to the 
ultimate test for the right to be called the best. 
Gundam Battle Assault 2 - 


COMING THIS SUMMER! 


PlayStation 








www.bandaigames.com 


© SOTSU AGENCY * SUNRISE. Program © 2002 Bandai Co., Ltd. "Gundam", "Mobile Suit", and all 
related characters, names, logos, distinctive likenesses, drawings and other images contained in this 
product are the exclusive property of Sotsu Agency and Sunrise Inc. Used under license by Bandai 
America Incorporated. All Rights Revserved. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. 















Contents eo *, 
82 > Medal Of Honor Frontline 


56 > How To... 


90 > CODES — 








& 






pone ia 


eae on pg: Bel) 









TAKE THE 
PSM CHALLENGE! 


RULES: You can’t send an entry for each challenge. If you cheat or use codes, 
you'll be disqualified. The final letter for the contest will be accepted on 
August 1. If there are multiple winners, the final winner will be decided by the 
best paragraph that explains why you're the winner. Send a picture or a 
videotape (sorry, but we can’t return them) and a short paragraph explaining 
why you're the winner. Sorry, no e-mail entries! Due to legal constraints, this 
contest is open only to readers living in the United States. 


SEND YOUR ENTRIES TO: PSM July Challenge # (the challenge you're 
entering), c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. 


CHALLENGE #1: Wipeout Fusion 











Wipeout Fusion & 


Unlock all of the art in gallery mode. Photograph or videotape the fully et i 

unlocked gallery. » Way of the Samurai 
>» WRC 

CHALLENGE #2: Headhunter > Giants: Citizen 

Unlock the Star Locker by beating all the VR records and completing the Kabuto 


game. Photograph or videotape yourself accessing the locker. Do not 


save! — opening the locker makes the game impossible to complete. Arc the Lad Challenge: 


» Saiyuki 
CHALLENGE #3: Arc The Lad Collection » Sirois Trigger 
In the original Arc the Lad, unlock Chongara’s secret character, Choko, Soundtrack 
located on the 50th level of the Forbidden Ruins in Alatos. Photograph » Final Fantasy IV 
or videotape a battle in which you are using Choko. Soundtrack 
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MEDAL OF HONOR 
FRONTLINE ire Fatal Four. 








STRATEGY 


W 


While medical supplies can be 

tempting, don’t leave 
protective cover to pick some up 
unless you really need to. Snipers 
are everywhere. qG 

While it seems to be obvious, 

a lot of people forget to 
reload their weapons before heading 
into a firefight. There’s nothing worse 
than running out of bullets when 
you're surrounded by German troops, 
so reload as often as you can. 


NEEDLE IN A HAYSTACK: 





OPERATION REPUNZEL 


Main Objectives: 

> Find Kitchen Key Set 

> Search The Paintings to Find Map 
> Destroy Clocks to Find Documents 
> Find Keys to Cell Door 

> Locate Gerritt 

> Commandeer a Vehicle 





For the start of this mission, you'll only have your 
silenced pistol and a set of ID papers. You'll be 
tempted to take out the guards in front of the 
manor, but don’t. Instead, walk around the left side 
of the building and show your papers to any 
soldiers that you come upon. Enter through the side 
door, but be ready. The guard will recognize you as 
an imposter and the door will shut behind you. 

Now it’s gunfight time. While there are a good 
number of German troops around, just focus on one 
room at a time. When you've cleared that room, use 
it as cover and make your way to the next room. 
When the entire area is clear, proceed upstairs and 
take out the 
four guards 
there. Grab 
the keys off 
the wall and 
then head 
back down 

the stairs. 





duty will recognize you as a fake and 
sound the alarm. 


e’ve spotlighted four of the more challenging missions and spilled the beans 
on the best way to make it through them alive. We’ve also included a few 
helpful tips. So saddle up and move out. There’s a war waiting for us. 


i Never just walk around a 

= corner, as you never know 
what's going to be there. Peek out, 
first, to see what's in store for you. 
Then you'll be better prepared. 


While they may look like good 
cover, haystacks are 
practically useless. Bullets can go 
through them, so it’s best to not use 
them as a shelter. 


Keep your machine guns for 

close enemies, as their 
accuracy at long distances is virtually 
non-existent. Rely on your pistol or 
sniper rifle for those faraway targets. 








| health left. 









7 


them right back at you. 





Head through the locked wooden door on your left 
and take down the two Germans there. Make your 
way through the hallway, being careful to finish off 
the soldiers as you see them. Don’t give them a 
chance to gang up on you. There's plenty of health 
around, so don’t worry too much about that. 
However, do be careful of your ammo. 

Pass through the kitchen, taking out the knife- 
throwing chef, and make your way into the dining 
room. Oh, before we forget, there are some loaves 
of bread in the kitchen that can restore your health. 
It’s probably better to save those for later, though. 
Anyway, let’s get back to the dining room. As soon 
as you enter it, go for some cover and take down 
the two jabronies behind the podium. Grab the 
health and grenades there and make your way into 
the main hall area. 

You'll find a group of soldiers off to your left and 


one to your right. Toss a grenade into the group and | 


then switch to your pistol to finish off the loner on 
your right. Finish off any remainders, but be aware 
that soldiers from the nearby ballroom may be 
shooting at you, as well. If you need some health, 
grab the bread from the kitchen and then make 
your way back to the ballroom. As you enter the 


| room, make a beeline for the bar and grab the 


shotgun 
behind it. 
That’s the only 
way that you'll 
make it 
through these 
next few areas 
with a decent 
amount of 


¢ x) a a 
< Se Fae A ; 
A The ballroom is populated with 


German soldiers, so keep moving 
around as best you can. 
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Items can be found every- 
where, so spend a little time 
and explore. A good place to check is 
under the hoods of cars. You'll often 
discover some ammo or health. 


If you can, bake the grenades 
before you toss them. 
Otherwise, the German soldiers will 
attempt to pick them up and throw 


Keep an eye out for explosive 

barrels. They can take out a 
entire squad of enemies quickly and 
rather easily. Just don’t be standing 
near them when you shoot. 


| 
| 





| 
| 












9 It can be tempting to hang 

around machine gun place- 
ments and continue taking out 
enemies. However, since you can’t 
duck while using them, it’s best to 
leave when the incoming fire gets to 
be too much. 

















| Just running though a level 

will, most often, get you killed. 
Take your time and move forward 
only when you see another viable 
piece of cover. 


Make your way up to the stage and turn right, 
dropping any Germans you see. Use the doorway as 
cover and try to take out as many soldiers in the 
garden as possible. After doing so, switch over to 
the grenades and run out into the garden. Toss a 
couple of grenades up into the patio, where the 
group of guards are standing, and then make your 
way across the garden and up the stairs. Any 
remaining soldiers can be finished off with your 
shotgun. Once you get past the patio area, you'll 
end up in the flag room. There are a ton of soldiers 
here, so be extra careful. Use your grenades when 
you can, but stay on the second floor. Make your 
way to the crossover in the middle of the room, and 
hurry across it. Otherwise, it will be destroyed by a 
soldier using a Panzerschreck. 








A Health is precious later on in this level, so be sure to 
keep your eyes open for the little red cross. 


Once you get to the far east side of the room, 
examine the painting of a ship at sea in order to get 
the map. Continue on through the hall and up the 
stairs to the library. Head around the left-most 
bookshelf, taking out any enemies along the way, 
and go through the doorway. At the end of the hall, 


head inside the room and put down the four 
soldiers there. Destroy the cuckoo clock nearest the 
table, grab the notes from it and then proceed back 
into the hallway. 

Near the room you were just in is another room 
which contains a sauna. Clear out all the enemies 
here and activate the dial inside the steam room. 

A passage will be revealed and you can crawl to it 
to get to the resistance headquarters. Grab all the 
weapons and ammo here and then head up the 
nearby staircase. You'll find a bookcase blocking 


your way, but it can be moved aside. In the next | 
room, there is another bookcase that you can push | 
to the side, revealing another secret passage. Equip | 
your grenades, if you have some left, and toss a | 
good number into the bedroom, once you reach it. | 
There are soldiers in the adjacent room, as well, so | 
keep your guard up. After the area is cleared, | 
search for some dropped keys. Once you have | 
them, unlock the door in the southeast corner of 

the bedroom in order to find the informant. You can | 


| 
| 
} 
| 
i 
| 
| 
| 
| 
| have him follow you right now, but don’t. 






objective now is to find some cover, as one hit 
from the tank will send you to heaven. 

The ideal strategy against this metal monster is 
to first hit it with as many grenades as you can. If 
you run out before being able to destroy it, make 


SEVERAL BRIDGES TOO 
FAR: ARNHEM KNIGHTS 








Main Objectives: your way to the north side of the street and hop in 
> Neutralize Troops in Street the MG42 nest. A few rounds of fire should disable 
> Destroy Panzer IV Tanks the tank. Afterwards, finish off any remaining 


> Neutralize Snipers on Upstairs Floor 
> Neutralize Panzershrek Squad 

> Destroy Communications Station 

> Find Hotel 

> Meet Contact in Hotel 


enemy soldiers and pick up all the ammo and 
health packs around. 

Follow the road, as it heads south, and head 
down the narrow alleyway. You'll eventually come 
across a large crater and another group of trapped 
Allied troops. German snipers have them pinned 
down, so you'll need to take care of them. Put 
your focus on the bombed out building first, as 
there are around five enemies on the ground floor. 
After finishing them off, run quickly to the building 
and climb up the stairs to the second floor. Take 
out the couple of snipers there and then train your 
eye on the building across from you. Drop the 
snipers over there and you will free the Allies. As 
always, pick up any fallen ammo and health and 
then continue following the alleyway until you 
reach the debris-laden street. If you move off to 
the left a little bit, you'll stumble upon yet another 
sticky situation. This time, your Allied friends are 
under attack from a German Panzershreck squad. 


After heading downstairs, you'll meet up with 
Master Sergeant Kelso and he'll tell you that he 
needs help freeing some of his men who are 
trapped in various sections of the city. In return for 
your help, he'll provide support for you to get to 
the other side of the city, where your contact is 
waiting. OK, it’s time to start the mission. 


A Take these snipers out quickly, so that you don’t 
attract the attention of the soldiers across the street. 





Run across the street and head up the stairs to the 
top of the building. Be careful, because there are 
two snipers hiding there. Take them out and then 
switch over to your sniper rifle. You should then be 
able to notice the pair of snipers across the street 
from you. Finish them and then turn your focus to 
the street below. You'll need to help out the 

Allied troops and shoot as many of the German 
soldiers as you can. When the way is clear, grab 
any ammo or health that you see and head west 
along the street. 

As you pass through the rubble, you'll end up 
in the middle of another major fight. The Germans 
have another set of Allied troops pinned down and 
it’s up to you to help free them. Move towards 
them carefully and be mindful of the two snipers 
located in the northern building. Take them out as 
quickly as you can. Shortly after you do, a Panzer 
tank will make its appearance, bursting through 
debris on the west side of the area. Your first 





Seen bition: Pee 
4A When you can, head for 
distinct advantage over the soldiers below. 


Head up the stairs to your immediate left and go 
to the top floor of the building. From that position, 
you can easily get a bead on the enemies below. 
Your first job is to mow down the MG42 nest 
located in the northwest corner of the area. 
Finish up the stragglers and then head back 
down the stairs to the area below. Head south, 
but be mindful of the Panzershrek-toting soldier. 
After dropping him, start walking southwest and 
exit through the narrow opening onto another 
street. Don’t forget to collect all the ammo and 
health, though. 

Now, the end of the mission is near, but you 


| the informant will jump down to the hay ce : 


STRATEGY «2283 


25 SELECT 


Head back to the bedroom’s adjacent room and 
go up the staircase to the garden area. Take out the 
enemy soldiers with grenades or your gun. There 
are some snipers on the clock tower, so don’t forget 
about them. Once the coast is clear, go back to get 
the informant and bring him back up to the garden. 
At the south end of it, there’s some wood that can 
be broken through. Once you do that, 









cart below. Follow him down and head 
to the car in order to complete the level. 


> Some of the Nazis 
In MOH are very 
smart and very hard 


still have a few challenges ahead of you. Head 
northwest along the street, but be careful of the 
enemy snipers above you. Use cover when you can 
and don't get pinned down. Eventually, another 
Panzer tank will appear, off to the right, but don’t 
worry about it right now. Duck behind some 
nearby cover and start taking out as many enemy 
troops as you can. There's bound to be a lot of 
them. As soon as the fight becomes more to your 
advantage, start lobbing grenades at the tank. 
However, keep moving around, so that it isn’t 
able to target you. If you can, try and make it 
over to the machine gun emplacement on the far 
end of the street. Then, you'll be able to mow 
down the tank pretty easily. Once the tank has 
been wiped out, take aim on the communications 
Station, which is located to your upper right, and 
put it out of commission. 


so don’t 


A Grenades are your friends during this mission, 
waste them. Save them for the tanks. 


Shortly after, a swarm of Germans will come 
charging at you from the right. If you have it, 
switch to the B.A.R. and then quickly make your 
way into the hotel and up the stairs. On the top 
floor, enter the red door to meet your contact and 
end the mission. 
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ROLLING THUNDER: 


ON TRACK | 








Main Objectives: 

> Steal Officer’s Uniform 

> Steal Officer’s ID Papers 
> Enter Train Station 

> Destroy Station Controls 
> Board Sturmgeist’s Train 


This is one of those missions that | 
combines a little stealth with alot of 
action. You start out in hotel room, 
overlooking the street. Sturmgeist is 
preparing to depart on his train and 
you'll need to get to it before it takes 
off. Head out of your room and into 
the room next door. There, you'll be 
able to pick up a German officer’s ID 
papers and uniforms. Equip the 
papers and then head downstairs. 
Show the guard there your papers 
and head out the door and towards | 
the train station. You'll have to show 
the papers again, once you get to the 
front of the station, and the guards 
there will let you in. Now, it’s time to 
make haste, as the officer whose 
uniform and papers you stole just 
noticed that they were missing. 


es That's_a hands pI \ a 
A Grab the German uniform and ID papers 


in order to make it into the train station 
without being discovered. 





Run through the main hallway and go 
through the door in front of you. 
You'll find yourself in the ticket office, 
so go ahead and equip your gun now. 
Proceed through the next door and 
enter the baggage claim area. If 
you're quick enough, you canrunup — | 
to the two soldiers on the left and hit | 
them with your melee attack, 
knocking them out and saving some 
bullets. Grab the fallen MP-40 and 
ammo and then head downstairs to 
the laundry room. 

There are two enemies here, as 
well, but they aren’t too challenging. 
After finishing them off, grab any 
health you might need and continue 
to the next staircase. This leads to the 
control room and two guards. Drop 
them and destroy both of the control 
panels. Pick up any ammo and health 
you might need and head down the 
hallway to the kitchen. You'll find the 
familiar cook here, so take care of him 





| some bread, enter the lounge and 
| start mowing down everything that | 


and get ready for the firefight in the 
next room. 








4 You'll need to destroy both of these 
control panels in order to complete your 
mission objectives. j 








When you're ready, and have eaten 


moves. If you can, toss in a few | 
grenades for good measure. As soon 
as the place is empty, go into the next 
room and proceed down to the 
tracks. Keep moving and head around 
the tracks. There's a little storage area 
in front of you that has some supplies, 
so stop there for a bit of cover. As 
soon as you muster the courage, head 
back the way you came and go 
through the door on the left side. 
You'll end up in a winding hallway 
which you'll have to follow to the end. | 

As expected, soldiers will show up | 
from time to time, so be prepared. 
Eventually, you'll end up at a second 
set of railroad tracks. There’s a health 
pack on the opposite side of the 
tracks, if you need it. Make your way 
to the other open door on the far 
side of the tracks. Follow that hallway 
all the way until you reach yet 
another set of tracks. There are a ton 
of enemies in this area, so keep 
moving and don’t let them get their 
sights on you. 


16 ques 
A The number of German soldiers can 


become overwhelming, so make sure that 
each shot counts. 





Proceed up the stairs through the 
hallways to the next closed door. 
There are some soldiers behind it that 
are ready for you, so open the doors 
and then back up. Let them fire off 
their rounds and then mow them 
down when they’re reloading. Go 
through the cargo area, mindful of 
the charging soldiers and take that 
last set of stairs. Finish off that last 
batch of soldiers and pick up any 
dropped health. kits. Exit the cargo 
area and then hop on the train to 





complete the mission. 





THE HORTEN’S NEST: 


UNDER THE RADAR 


Main Objectives: 

» Find the Demolition Charges 
» Disable Both Radar Stations 
» Radio Allies Your Position 

> Find Entrance to the HO-IX 
» Hanger 





many German soldiers as you can from 
this very safe distance. 


Right off the bat, grab the nearby 
ammo and peek around the corner 
to see the German machine gun 
nest. You can probably take out at 
least one of the soldiers from your 
position. After you do that, another 
soldier will peek his head around 
the corner and you can cap him. 
Then, as fast as you can, run to the 
wall directly to the left of the nest 
and get out of their sights. 
Unfortunately, the Al isn’t really that 
smart here, so you can just repeat- 
edly dash out into the open, fire a 
few rounds and then get back 
behind cover. As soon as all the 
soldiers are vanquished, pick up the 
demo charges behind you, and the 
fallen ammo. Then head forward to 
the radar tower, taking care of the 
solo soldier there. Plant your charge 
and wait for it to explode. A ladder 
will be exposed that you can take 
down to the runway area. 

As you walk forward, you'll 
notice a soldier who can be taken 
out easily. There’s another guard 
around the right corner. Run to the 
nearby cover and start shooting all 
the soldiers that you can see in the 
distance. The sniper rifle comes in 
especially handy here, as your main 
source of concern is a machine gun 
nest across the way. Just be careful, 
because they are pretty good shots. 
There are also some snipers up high 
that have their sights set on you. 





4 With snipers and soldiers all around, 
move forward carefully and use every 
piece of cover that you can. 
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‘A Use this wall as cover and take out as 





When you feel safe, head forward 
and take the ladder up to a forking 
path. Head right, but go slowly. 
You're about to enter an area with 
four Germans targeting you. Before 
you enter it, though, equip your 
bazooka and take out the guards 
with one or two good shots. Use the 
corner as cover. After the smoke has 
cleared, pick up all the ammo and 
follow the path to the south. You'll 
find yourself in a sort of maze with a 
building at the very end of it. The 
quickest way through the maze is to 
go south, east, west, southwest, 
west and then north. 

Enter the building, drop the 
guard there and pick up the health. 
Continue down the path until you 
reach another building. There are a 
good number of enemies around, as 
well as a machine gun net, so tread 
carefully. Take out whoever you can 
and take the stairs up to a plank, 
which needs to be crossed. Drop 
down on the other side of the ruins, 
turn left and head towards the 
machine gun nest. Follow the right- 
most path there and make your way 
to the tower and up the nearby 
ladder. If you need some health, 
you'll find some in the bunkers off to 
your left. Just be aware that there 
are enemies there, as well. 


a y ‘az ||40 
4 You'll need to destroy two of these 
radar control towers using the charges 
that you'll find. 





At the top of the ladder, follow the 
catwalk around until you reach the 
doorway. Plant some charges in this 
tower and once they explode,go 
down the exposed ladder. Switch to 
your sniper rifle, as you'll probably 
need to take out some soldiers up in 
the towers. When you reach the end 
of the path, enter the first mission 
and use the radio there to report 
your position. Then, proceed north 
to the second building and take the 
ladder down to continue on to the 
next level. This mission is finished. 


> “I'll be home 
for Christmas, 
Ma! Save me a 

drumstick!” 7 






"| WAS A 99 LB. BARBARIAN ” 


- Gothar of Gundria 
















BEFORE UPGRADE AFTER UPGRADE™ 


"| used to get molten lava kicked in my 
face. | was a little girly man, better suited to 
playing with sissy baby dolls than with battle 
axes. ae Heh | mastered the UPGRADE FE 

. Now nobody messes with me.. 


"The 4-player mode is wicked. Now if! 
could just find 4 opponents | haven't already 
killed | would show you BARBARIAN's 8 
character on-screen mayhem." 


ail @ 


ae WE 
SW KEELA et 


2 


NOBODY!!!" 





BARBARIAN is a revolutionary new game, 


: es "Here | am getting Medieval on Keela. My 
engineered to increase - and maintain - ' weapon of choice is usually a tree, or a pillar, 


character power and ferociousness, ‘Wi i Sr ontioment.-: MUL YOU KNOW As: Benge 


| can grab onto something and show off..." 


fast! In recent head to head filed 
tests, even mildly upgraded barbarians 
crushed their friends and _ foes 
without mercy. The MASSIVE 1-PLAYER_ , : 
QUEST mode - with 10 playable ! 
characters and hundreds of storyline [WY = 
branches - is the perfect training ground for — ee 3 
customizing your barbarian, increasing 
strength and magic,winning friends and influencing 
people with pure brute force. But wait, that's not it, 
BARBARIAN also features an insane MULTIPLAYER 
MODE with up to 8 characters on screen at the same 
time, a totally interactive environment, and most of 
all the exclusive Save-your-customized-Barbarian- 
and-take-him-anywhere-with-you formula! 


PONT: aU EOE LESSER GAMES: 


PW \ ie wala’ 


PlayStation®2 computer entertainment system screen shots shown. 





"| had no social life before, but now, with 
BARBARIAN's SAVE AND RUN formula, | can take 
my muscles with me to a friend's... and work 
that disco magic, if you know what | mean..." 





* Your actual results may vary, 
Mr. Saggy Breasts. 
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Barbarian: © 2002 Titus. Developed by Saffire Studios. Barbarian, Titus and the Titus logo are trademarks of Titus Software Corporation. All rights reserved. "PlayStation" and the"PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. ™, ®, and the Nintendo GameCube logo are trademarks of 
Nintendo. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Cana in the U.S. and/or other countries and are used under license from Microsoft. 


ello everyone — Eric here, 
welcoming you to How To, 

the newest addition to our 
strategy section. This is a home for 
players who want to experience 
everything a game has to offer, an 
encyclopedia of bite-sized tricks 
that can help you elevate your 
gameplay skills from goodness to 
greatness. Stuck on the Scorpion 
in Spider-Man? We'll show you 
how to beat him silly. Need some 
direction in Way of the Samurai? 
We'll help you get your head 
around it. 

We're not going it alone, either 
— we're calling in the experts. 
This month’s Test Drive advice 
comes straight from the game's 
producer, Matt Guzenda, and our 
No One Lives Forever strategies are 
courtesy of the development 
team. After all, we may know 
games, but nobody knows a game 
better than the guys who made it. 

Please feel free to drop me a 
line about How To. Maybe you've 
got some tricks to submit, maybe 
you could use advice on a specific 
game, and maybe you just want to 
let us know how you like our 
remodeled section. Whatever the 
reason, we'd like to hear from you. 


Game on! 


FEay 


TEST DRIVE 


The producer’s favorite tracks, and 
the cars he drives on them. 


Event 5 (S.F. linear track 5) 

I love to replay this track with the 
“68 Mustang. There are several 90 
degree turns which it can navigate 


easily with a handbrake turn, and it’s 


mPH 
RA t23456 


one of the better cars on jumps and 
bumps (so many Bullitt fans on the 
dev team, so it had to be good). 


Event 8 (S.F. circuit track 8) 


The Supra and the Cobra make good 
choices depending on your driving 
style. Power-sliders should use the 
Cobra, and precision drivers will want 
the Supra. 


WAY OF THE SAMURAI 


Skewer enemy samurai 

> To learn new attacks, practice 
fighting in unusual situations. Many 
skills can only be learned when 
fighting from a downed position, 
when your health is low, against 
jumping enemies, or when using 
dodge, parry, and counter maneuvers. 


> The best way to learn attacks is the 
R1 dodge maneuver. The chance of 
learning a technique can be as much 
as 1:3 or 1:2. The trick is to use a 
sword with either lots of experience, 
or very little. 


> @ can also keep you from 
incurring additional damage when 
you are thrown. If you press Gp 
before you hit the ground, you'll 


assume the 
defensive 
position, which 
will typically 
protect you from 
follow-up attacks. 


> Never commis- 
sion the sword- 
smith to do a job 
you can’t afford. 
He won’t demand 
payment until 
after the job, so 
it’ll probably seem like he’s working 
for charity — right up until he tries to 
kill you for shorting him. 


> To attain the elusive “serial killer” 
ranking, you must kill 180 men. The 
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Tokyo Event 19 (Tokyo Circuit 9) 


Use The ‘68 Mustang, or Reese’s 
Camaro (if you've unlocked it).- The 
Camaro’s top speed really helps out 
on the flat out freeway section. It 
gets a little nasty here, forcing the 
player to drive one of the tunnels 
against traffic. 


London 
Event 28 (London Linear 9) 


Nice and dreary, just like London. 
Use the Viper (the best car you own 
so far) and concentrate on building 
up speed on the single lane road 
before the Tower of London and 
Tower Bridge. 


Monte Carlo 
Event 34 (Monte Carlo Circuit 6) 


The Jaguar XJ220 is the best car 
you're likely to have at this point. But 
if you have the skills, the Lotus Elise 
is actually the best car to drive. It’s 
slower, but it’s also the most nimble. 
In fact, with a little skill you can 

beat all the Monte Carlo tracks using 
the Lotus. 












easiest way to pile up corpses is at 
the Blast Furnace in the southwest 
corner of the map. Kill the guard 
there, and endless clones arrive — 
just keep killing until you rack up the 
necessary score. 








Star Wars Racer Revenge 


> To repair your craft without the accom- 
panying loss of speed, simply press @@ + 
@@ at the same time. The boost will greatly 
offset the slowdown caused by the repairs. 


> Bash at least two or three other pods 
(par) out of each race, and try to get rid of 


GTC AFRICA 


> If you’re having trouble pulling ahead, 
you probably aren’t racing aggressively 
enough. The Al gives way to obstructions 
in its line — i.e., you — so tactics that seem 
sloppy can actually give an advantage. Try 
a long drift across the inside of a turn to 
baffle timid opponents. 


the track favorite early. Aim for the cockpit 
rather than the engines, and use boost at 
the last second to do greater damage. Most 
importantly, focus on one enemy at a time, 
and don’t be afraid, especially in the early 
part of the race, to slow down in order to 
keep a targeted enemy in your sights. 





» Egypt is the most challenging of the 
Eastern Circuit tracks, demanding more 
precision than all the rest of the circuit put 
together. To finish off the championship, 
switch to a grip-oriented car and cut speed 
in order to avoid the walls. The hard 
barriers mean heavy damage, which lowers 
your team rating. 





FIFA World Cup 2002 


Getting past tough goalies: 


1. If a goalie keeps coming out and blocking 
you on breakaways, you can thwart his 
aggressive defense by lobbing a ball gently 
over his head. 


2. When you get the ball close to the goal, 
dribble the ball away from the goal rather 
than shooting immediately. The goalie will 





UFC: 


> If you're trying to tackle your 
opponent, don’t give up on your 
first failed attempt. Often, a second 
press of the combo buttons will 
succeed in taking him down with an 
extra-effort push. 


» Occasionally, a big punch or kick 
will momentarily stun an opponent; 
you'll see him just kind of standing 
there with his hands down for a 
second. This is a golden opportunity 
to step in with a submission hold and 
choke him on his feet. 


> Don’t bother going for submissions 
if the fight goes to the mat immedi- 
ately and your opponent hasn't 
suffered any damage yet. He will 
almost always power out of the hold. 
Land some strikes first. 


» Just because you're stuck under 
an opponent doesn’t mean the fight 
is over. As a last resort, use your 


THROWDOWN 


Jeremy Bore 





“Grab” buttons to just hang on to the 
guy and try to ride out the round. 
Often you can use this as a stalling 
tactic until the bell rings. 


» The best takedown technique is to 


be drawn both further from the goal and 
closer to you. Turn and knock in the goal. 


3. If the goalie acts like a wall, treat him 
like one and nail a couple of shots right at 
his body. Often, the ball will bounce off 
him and wait for you to kick it in for a 
satisfying goal. 






Guy Merger 


wait for an incoming punch and catch 
it, turning it into a takedown. This 
takes timing, though — learn to 
watch for the opponent’s shoulder 
cocking for a punch, then hit your 
“Grab” buttons. 
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RETRO TIP: 
METAL GEAR SOLID 


Defeat Metal Gear Rex and 
Liquid Snake 


Metal Gear Rex 

The first thing you need to do is wipe 
out Rex's radar — use a chaff grenade 
to confuse it, and switch to the stinger 
and fire a missile at the large disc 
mounted on its shoulder. Repeat as 
needed and keep moving to avoid 
Rex’s attacks. 

After the radar is destroyed 
(thanks, Gray Fox!), Liquid will open the 
hatch — use the same tactics, but aim 
for the cockpit. 

Then comes the climactic fist fight 
with Liquid. Whenever Liquid drops into 
his fighting stance, stick to two-hit, 
punch/punch combos rather than 
executing the full three-hit combo. If 
Liquid tries a counter-combo, dodge to 
the side and unload a three-hitter on 
him. Do the same when he does his 
shoulder charge. 

During your escape, remember to 
aim using the first-person mode rather 
than the third-person view, and you'll be 
Just fine. 


EXTRA METAL 

Smelly like the Wolf 

When you've make it all the way through 
the caves, you will find Meryl has made 
friends with the wolves. If you punch 
her, they'll all attack you. If you 
immediately hide under a cardboard 
box, they’ll pee on the box instead. From 
then on, you'll smell like a wolf and 
they'll leave you alone. 


Meryl’s of Hollywood 

After you discover Meryl disguised as a 
FelelaTo)pntemexe) el{=1pmco)| (e)ntacel (oss) \Val of) auiaLe| 
her when she runs off. If you're quick 
enough, you'll catch her in her undies, 
changing her clothes. 





» Retreat back into the room in 
which you were trapped during the 
Baroness conversation. Armstrong will 
follow you. Run to the bunkbeds 
against the wall and when Armstrong 

é nears the bed, jump onto his head 

A Back into the airport lot to get es and stay there. He'll try his best to hit 

jump on the Mafia. you, but guess what — he can’t. You 
can simply swat him about the head 

| Avoid the airport ambush and neck until you win the fight. 















































> In the mission where you must Volko Se ees 3 
drop Lorna off at the airport, a > Immediately run to your left and 
pair of Mafia cars will cut off your jump/run across the collapsible ice 
exit route the moment she steps bridge. Grab the pistol and run behind 


out of the car, ready to pound you the ice pillar behind you. Crouch 
into shrapnel as soon as the cut there so that you are half hidden 
scene ends. However, if you can behind the pillar and wait for Volkov. 
evade their initial rush, you have a When he comes into view, remain 


very good chance of losing them crouched and fire all 5 shots. When 
completely. To give yourself an he has been hit a few times, he will 
extra edge, BACK into the run and hide behind another ice pillar. 


strangely narrow airport driveway, Just wait for him to come out and ammo box there - pick it up. Now running and when he’s half hidden 
rather than approaching nose first. pump him full of lead again. Repeat simply crouch at the left hand corner behind the headstone. If you do this 
This way, you'll have a very clear the cycle until he has been defeated. of the tomb. Your enemy will run properly, you may even be able to 
view of where the enemy is, and back and forth between a couple of get the poor sap running constantly 
they’ll lose the chance to close iit 5 re headstones. Be sure to crouch to back and forth from one pillar to 
the distance on you while you're > Quickly run out and grab the make your shots more accurate. If you another, never able to even get off a 


turning around. antitoxin between you and the enemy, hit him 3 times ina row he will run to _ single shot. 
and then run back behind the tomb another stone. Just wait for him to 
where you started. You'll see an come back. You can hit him while he’s 


fale EEKSTYLE seconds of boost are supercharged, leaving a trail Take your finger off the gas (X) and immediately 
of fire behind you. It is sometimes a good idea to reapply it. 


Y build up your speed using normal acceleration and 
save this supercharged boost until you reach the 
> To get the most out of your Freak Out, trigger it foot of a ramp. Pulling off your trick ensures that > At least one trick in Freekstyle doesn’t require 
during a jump that gives you plenty of hang time, you regain that fiery boost. the use of the shoulder or tweak buttons — 
because the special Freak Out trick takes a little Twister. Hold left or right (and nothing else) while 
while to complete. Also, if you can fit in a combo, in the air and your rider will perform a barrel roll. 
_ you'll get up to 15 seconds’ worth of Freak Out, as > When the lights and sounds first start to count 
opposed to 5-10 seconds you get from the special down to the beginning of the 
trick alone. Finally, try to choose a starting spot face, make sure that you are 


that is followed closely by a nice long sequence of _ pressing the gas button (X) 
jumps. Performing simple tricks from these jumps Clare cola rico emtnemenicolel (sie) s 
ensures that you can maintain the Freak (O)0 aco) gre] the countdown, briefly press 


long time. the boost button and then go 
back to pressing the gas. This 
To Tweak or not to Tweak? use of the boost will not cut 
> Because pulling the same trick more than once into the small amount of boost 
earns you less boost and fills less of your Freak you are allotted because the 
Out meter, pulling off combos made of several race has not started. 


quick, un-tweaked moves can often give you more 


points than a single tweaked move. The game Skipping slowdown 










_ specially rewards tons of pre-picked combos, and > You'll notice right after 
___ it gives a special landing bonus for finishing your landing some jumps or going 
combo just before hitting the deck. uphill that your bike will “skip” 
Ley or bounce, as if your bike is — 
FBoostofflame ses fe 
_ > When your boost meter is full, the first few This makes you lose speed. | 4 The Twister can be executed without the tweak button. 
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BEAT DOWN EVERY 
BOSS! 





Uncle Ben's Killer 


> You're always safe on the ceiling. 
The killer’s shotgun won't hit you 
there, and there are regenerating 
health and web fluid power ups in 
the corners. 


> Don your web gloves and drop 
down on him from above. If you can 
avoid his first shot, you should be 
able to get at least one combo in on 
him before he shoots again. If you 
take too much damage, or if he 
throws a flash bomb, simply return to 
the ceiling, regroup, and repeat. 


» As you run the tunnel gauntlet, 
remember the side passages are safe 
zones. Hide in one of the side 
Passages and use look around mode 
to target the next gap you want to 
use. Then, just web zip right to it. By 
the time Shocker sends a blast down 
the passageway, you'll be safely 
tucked away in your new spot. 


> Keep your distance from Shocker! 
Pelt him with objects, or just blast 
him with impact webbing — there 
are refills on the ceiling. If you must 
get physical, the Dive Bomb combo 
power up will work here. Don’t try to 
stand toe to toe and duke it out with 
him — that’s crazy talk. 


> If you stay locked on, this battle is 
easy. Vulture is susceptible to any 
airborne attacks, but the coolest 
technique is to move just above 
Vulture and press and hold 
jump. If done correctly, 
you'll land on his head. 
Beat him silly, and 
continue 


Spider-Man: The Movie 


pummeling when he lands for 
repairs. 


> When the level starts, immediately 
Zip to one side, away from the 
Scorpion. Don’t try to zip straight up. 
The ceiling above your entry point is 
too high. 


>» When Scorpion is on the ground, 
spritz some webbing at him to goad 
him into committing to a melee 
assault. Then, erect an Advanced 
Web Dome. He will approach, and 
though he'll occasionally hit you 
through it, he'll also take heavy 
damage when it explodes. 

Retreat and repeat this process. If 
you run out of web fluid, use Tackle, 
or one of your double jump, 
punch/kick combos. 


>» Never stop moving — Scorpion 
attacks relentlessly, and can even 
blast you when you're hiding on 
the ceiling. 


Green Goblin 1 


» The easiest strategy here is to 
simply pound the Goblin with long- 
range impact webbing. However, 
there’s no greater feeling than 
dropping down onto the wing of his 
glider (using the same techniques 
that enabled you to ride Vulture) and 
bashing him right in the kisser. 


> The Goblin will eventually crash 
into a building — follow him in and 
resume the battle on the ground. 
He's a brutal melee fighter, so unless 
you've mastered your Tackle, it's 
wise to stay far away, so Goblin will 
rely upon throwing pumpkin 
bombs. Defuse the 
bombs with a spritz 
of regular 
webbing, 
nail 
the 


oc 
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Goblin with a quick burst of webbing 
to slow him down, and top it off with 
by a web shot. Rinse and repeat. 
There's a respawning health spider 
on the ground in front of the door, 
and respawning web power ups in 
two of the arched windows near the 
ceiling. When he takes off again, 
repeat the cycle. 


» Move Mary Jane to a safe place 
immediately, but swerve around the 
building when you approach — if you 
go straight toward her, there’s a 
strong chance that the first attack 
Goblin launches toward you will hit 
her instead. 


Secret Objectives Revealed 


The first seven missions in each 
campaign have a secret objective that 
unlocks easter eggs when completed. 


Mission 1: Kill all Pariah enemies. 

Mission 2: Complete the mission in less 
than 2 minutes. 

Mission 3: Destroy all 5 Pariah Vats. 

Mission 4: Finish the mission using 
Yomar. 

Mission 5: Collect 50 kills or more while 
completing the mission. 

Mission 6: Activate the secret portal and 
enter it. 

Mission 7: Kill at least 20 Chrysalis 

Flyers. 


Mission 1: Destroy 15 of the Pariah 
balloon turrets. 

Mission 2: After the Prince is captured, 
destroy the tower. 

Mission 3: Destroy all 3 siege ships 
within 4 minutes. 

Mission 4: Kill all 3 of the map room 
guards. 

Mission 5: Enter the warp portal, which 
Pytt escapes into. 

Mission 6: Destroy all 3 minelayers 
before their suicide run turn. 

Mission 7: Destroy both of the crystals 
before the portal opens. 


Pariah campaign secret objectives: 


Mission 1: Destroy 15 of the Virtwyn 
Ships. 

Mission 2: Hit every point gate during the 
race. 

Mission 3: Kill every Virtwyn unit. 

Mission 4: Find the hidden portal and 
enter it. 

Mission 5: Ensure that at least two of our 
airships survive. 

Mission 6: Kill at least 4 Chrysalis Attack 
ships. 

Mission 7: Complete the mission in less 
than 8 minutes. 


> Use the same tactics as in the 
first Goblin fight. Always keep him 
occupied or he'll go after Mary 
Jane again. 


> When on the ground, watch out 
for Goblin’s glider — it will strafe you 
even when he’s not riding it. And 
don’t even try your web dome — 
he'll rip you right out of it. Just pound 
him from far away with your 
webbing, and tackle, zip or jump 
away if he gets too close. 
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CODES 


This month’s hottest cheats 


MORE SPIDEY CODES 
All codes are entered in the Specials 
menu under “Cheats”. If entered 


correctly, you'll hear the Goblin laugh. 


Spidey becomes knee-high 
SPIDERBYTE 


Spidey gets big head and feet 
GOESTOYOURHEAD 


Enemies get big heads and feet 
JOELSPEANUTS 


Play using first-person camera 
UNDERTHEMASK 


Spidey wears red Skulls jacket 
KNUCKLES 


Spidey looks like Skull 
STICKYRICE 


_ Spidey looks like Shocker thug 
| THUGSRUS 


_ Spidey looks like helicopter cop 


OFFICERSTACEY 


| Spidey is Peter Parker in lab coat 
| SERUM 


Spidey looks like Mary Jane 
GIRLNEXTDOOR 


Spidey looks like Shocker 


| HERMANSCHULTZ 


Spidey looks like subway guard 
REALHERO 


Spidey looks like bald guy in purple 


GAMESHARK CODES 





(M) Must Be On 

(0) sie { G7 | D) SPA tzts%e) shojo) a 

EESEFEF6BCD7A57A 
Infinite Health P1 

16 WM hoy Ns) =} @ Noho) 31-16 
50% Health P1 

OE775A9EBCA99B4C 

1G = Joy \s) 31 2{@):\2)2) =} =10) 
1 Hit Kills P1 

OE775A9EBCA99B4C 

CE775A9EBCA99B85 
Infinite Health P2 

16] <i hoya Ge) 31 @) Nols) 31-1 @ 
50% Health P2 

0E7753C6BCA99B4C 

CE7753C6BCA99BE6 
1 Hit Kills P2 

0E7753C6BCA99B4C 

CE7753C6BCA99B85 
Infinite Round Time 

CEADS9EABCASA28B 
Low Game Time 

DEAD9886BCA99B84 
P17 Win 1 Round/Win 2 Round 
Matches 

OEAD9866BCA99B83 

FEAD9866BCA99B84 








| P1 Win1 Round To Win 


For 3 Round Matches 
OEAD9866BCA99B83 
Ld =1\D}e}s{e1o)31@\ch<) stsio) 


P1 Win 1 Round To Win 

For 4 Round Matches 
(0) =:\ Bhc}ste}e}21 @\shs) sts} 
FEAD9866BCAS9B86 


P71 Win1 Round To Win 

For 5 Round Matches 
OEAD9S866BCA99B83 
Ld =f\Dhetsiele)s1@r\shs) sts¥A 


P2 Win 1 Round To Win 

For 2 Round Matches 
OEAD9861 BCA99B83 
FEAD9861BCA99B84 


P2 Win1 Round To Win 


For 3 Round Matches 
OEAD9861BCA99B83 
FEAD9861BCA99B85 


P2 Win 1 Round To Win 

For 4 Round Matches 
OEAD9861BCA99B83 
Ld \Bhshsfey ps1 @ Nels) stsio} 


P2 Win1 Round To Win 

For 5 Round Matches 
OEAD9861BCA99B83 
FEAD9861BCA99B87 


All Trials Beaten 

ar-linligt-ao (oe(=s 
DE404336BBA89A82 
DE404332BBA89A82 


goblin suit (discarded super soldier 


skin 
FREAKOUT 


Matrix-style slowdown on knock-out 
attacks 
DODGETHIS 


| Unlimited web fluid 


ORGANICWEBBING 


| Unlock all levels in level warp 
| IMIARMAS 


Unlock all fighitng combos 


KOALA 


_ Enable “Next Level” skip on pause 
/ menu 
| ROMITAS 


| Unlock Pinhead Bowling minigame in 
| training menu 
| HEADEXPLODY 


| Super coolant (keeps machine guns 
| from overheating when playing as 

| Green Goblin) 

) CHILLOUT 


| Unlock all combos, movies, and levels 
| ARACHNID 


DE40433EBBA89A82 
999 Wins(Top of Screen) Any Mode 
CEAD986EBCA99E6A 


| 

ic Codes for custom characters: 
Grand Master Rank 

| 


CE777012BCA9S9B9D 
9999 Wins CE77701EBCA9C292 
| 0 Losses CE777018BCA99B83 
All Items BE45F45ABCE29B84 
FEFEFEFSBCA99B83 
Have 5-Ruby Bracelet 
DE45F41 EBCA99B84 
Have 7-Ball Necklace 
| DE45F4C2BCA99B84 
| 
| 
(M) Must Be On 
(0) e674 0) 74 tSso%e) shohs) 3 
EE9797B6BCCF6CBA 


| Infinite Cash DE776466C19E7B82 
| Max Earnings DE774622C19E7B82 


| Start On Lap 2 
i OE9178CEBCA99B83 
CES178CEBCA99B84 


| Start On Lap 5 
(0) Se) Pisi@ 3 ={@)\e)e) sti} 


; 


: | CE9178CEBCA99B87 


| 


Sense LE To (8) 
OE9T78CEBCA99B83 
I (elo) Vf31@ 1 31@ Noe) 3316 
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HIGH OCTANE CODES 


' Codes are entered by going to the 
_ Secrets screen and inputting these 


letters within the “extras” option. If 


_ entered correctly, the name of the 


code will be displayed onscreen. All 


| codes can be turned off again by re- 
_ entering them. 


Unlock all bonus stages 


| GIMMEBONUS 


| Increased Handling and top speed 


EVOPOWER 


Speeded up co-driver speech 
HELIUMAID 


Underwater visual effect 
WIBBLYWOBBLY 


Psychedelic visual effect 
IMGOINGCRAZY 


CODES IN GREEN JACKETS 
All codes are entered in the options 


| menu. Be careful not to confuse the 





Press L2 For Ridin’ High 
OEBFODF8BCA99982 
DE943936FC699B83 
(6) ==} 10) B) sts) 2] @\cholo}s py 
1B) sho] So) sts16) a @ oyehe) sts fe} 
16) <4 5} 310) D) sts] 5] @7 Nelo hots py 
1D) sho’ 1 @alo) a @ejshe) sts fe} 
OEBFODF8BCA99982 
DE943226FC699B83 


Press L2 For Wide Suspension 
OEBFODF8BCA99982 
DE943BEE7C999B83 
(0) =} 3] 0) 0) 3] 31 @7\shs hs hsp 
DE9438BEFC999B83 
OEBFODF8BCA99982 
DE943E0E7C999B83 
OEBFODF8BCA99982 
1p) sic SY @B) =| @clele) 2t3 6) 


Ha (0)\ = (0) 
DE943AFEFDBI9B83 
DE94384EFDB19B83 
DE943E1EFDBI9B83 
1D) sho) SeY@l old 1B) sc) atsiay 


No Tire Wear 
DE9439DEBCA99B83 
DE943EAEBCA99B83 
DE943C7EBCA99B83 
DE9432CEBCA99B83 


| No Damage NOTE: Code only 


negates minor damages. 
DE9434C2BCA99B83 
DE94341 ABCA99B83 
DE9434D6BCA99B83 
DE9434D2BCA99B83 
DE9434C6BCA99B83 


Excellent Traction : 
DE94361 AFCA99B83 
DE943626FCA99B83 
DE943622FCA99B83 
DE94362EFCA99B83 























letter “O” with the number “O”. If you 
hear a buzz after entering the code, it 


| Unlock Moa “Big Mo” Ta’a Vatu 
| OTUTAVAATO6T 


didn’t work. 


Unlock all courses 
GIVEITUP 


Unlock Kellie Newman 
SNAMWENT172 


Unlock Stuart Appleby 
UYBELPPA160 


Unlock Brad Faxon 
ENOXAF14D 


Unlock Justin Leonard 
RDRANOAEL130 


Unlock “Ace” Andrews 
TSWERDNA120 


Unlock Lee Jansen 
INEZNAJ11W 


Unlock Solita Lopez 
GZEPOLIOR 


Unlock Colin Montgomerie 
EYTNOMO9E 


Unlock Erika “Ice” Von Severin 
RVESNOVO8G 


Press R1 For Turbo 


(0) =} 5} 30) 0) st} 3{@) Who Ph 94 
DE943A22FFA99B83 
OEBFODF8BCA99282 
DE9438F2FFA99B83 
Press R2 To Jump 
(0) 515} 10)D) sts} 21 @/\ele loopy 
DE943B8AFE299B83 
Tires Only Mode! 
DE9444EA3BA89A82 
GRAND THEFT AUTO 3 
(M) Must Be On 
ECB26E481445B464 
Paint Modifier Portland Car 1: 
Base Paint 3CF2F7E8 1456E7?? 
BS) (a ofet-yf @o) a\¥(2] at] 0) (2a La)0}sy 
3CF2F7E9 1456E7?? 
Paint Modifier Staunton Car 1: 
Base Paint 3CF2F6D8 1456E7?? 
Stripes/Convertible Tops 
3CF2FED9 1456E7?? 


Paint Modifier Shoreside Car 1: 


Base Paint 3CF2F9C8 1456E7?? 
Car 1 Stripes/Convertible Tops 
3CF2F9C9 1456E7?? 


Replace the ?? portion of the above 
codes with one of the following 


values: 

Charcoal Al 
Light Purple A2 
Yellow Ne} 
Pale Blue A4 
Ele A5 
Black #2 A6 
Turqoise AT 





| Unlock Jim Furyk oe Bs 
| OKYRUFO5R -.% ai = il isin, .. 
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Code of the Month 


Unlock Melvin “Yosh” Tanigawa 
WAWAGINATO7I 


So) 





Unlock Notah Begay III 
DYAGEBO4E 


Unlock Vijay Singh 


| SHGNISO3P 


Unlock Jesper Parnevik 


| OKIVENRAPO2U 


Unlock “Super” Tiger Woods 


| 2TREPUSOIS 

| Unlock all players and courses 
| ALLORNOTHIN 

| MR. MOSQUITO 


_ UNLOCK RECKLESS CYCLIST 
| At the title screen, use controller 1 and | 
| rotate the right analog stick clockwise | 


A No wonder Gobs gives Spidey trouble — he’s a badass! 


Spider-Man: The Movie 


30 times. You'll hear a chime after | 
im Play as the Green Goblin! 


every ten rotations. father’s downfall, but the levels will 


remain the same — even the final 
ones, which feature the Green 
Goblin as your main adversary. 


Start a new game in Hero or Super 
Hero difficulty, then pause and quit 











eee #2 AB out to the main menu. Go to the This cheat will also unlock the 
tone Ones #3 AA “cheats” section of the “secrets” three alternate costumes that are 
Metallic Gray AB menu. Enter the code ARACHNID. listed below: 
feynvis Xe Then, level warp to “Conclusion”, 
Rose \p) which will play the ending cinema. Spidey wears a wrestling costume 
Red #3 AE The game now thinks you’ve beaten _(also unlocked by finishing the 
Light Orange AF the game, and will enable the “Play — game on Easy Difficulty). 
Metallic Red BO as Green Goblin” cheat in the 
oes Bl secrets menu. Toggle it on, and you — Spidey wears street clothes (also 
Metallic Orange B3 will now be able to play the game unlocked by finishing the game on 
Bright Orange B4 as the Green Goblin, complete with Easy Difficulty). 
Red/Purple B5 glider, machine guns, and pumpkin 
Simi-Metallic Turqoise B6 bombs. The story will be different, Spidey wears a red and black 
Red/Orange #1 B7 revolving around Harry Osbourne’s costume (also unlocked by finishing 
Red/Orange #2 Bs quest to discover what led to his the game on Normal Difficulty). 
| Forrest Green ihe) 
Metallic Blue/Green BA 
Metallic Green 1313] 
Sea Green BC | Grey #2 D5 Inf Shotgun Ammo 
| Dark Green BD Light Metallic Green D6 4€21D7401456E788 
Grey/Blue 3}5 Metallic Blue/Green #2 D7 4C21D7441456E404 
Dark Blue BF Metallic Light Blue D8 
Grey/Green {ee} | Have AK47 3C21D7481456E7A2 
Dark Gold Cl Inf Health 4C21D436145625DD | 
Light Gold c2 | | Inf Ammo AK47 
Off-White C3 Inf Armor 4C21D43A145625DD | 4C21D7501456E788 
Bright Gold (| / 4C21D7541456E404 
Metallic Grey #2 C5 | HaveStick 3C21D4F81456E7A6 
Metallic Yellow c6 Have Big Gun 3C21D75C1456E7A3 
Light Metallic Yellow C7 | Have Handgun 
Silver cs 3C21D40C1456E7A7 | ‘Inf Ammo Heavy Machine Gun 
Simi-Metallic Dark Purple co | | 4C21D7641456E788 
Simi-Metallic Dark Blue CA | Inf Handgun Ammo 4C21D7681456E404 
Simi-Metallic Dark Gray cB i 4C21D4141456E788 | 
Simi-Metallic Dark Gray cc 4C21D4181456E404 | Have Sniper Rifle 
Simi-Metallic Sky Blue cD | | 3C21D7701456E7A4 
Simi-Metallic Light Blue CE | Have Uzi 3C21D4201456E7A8 | 
Simi-Metallic Light Blue/Green CF | | Inf Sniper Ammo 
Simi-Metallic Light Sea Green DO | Inf Uzi Ammo 4C21D7281456E788 4C21D77C1456E404 
Metallic Dark DI | 4C21D72C1456E404 
| Metallic Dark Blue #2 D2 | | Have R. Launcher 
| Metallic Blue D3 | Have Shotgun3C21D7341456E7Al1 | 3C21D7841456E79D 
| Metallic Grape D4 | Inf Rockets 4C21D7901456E788 
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INK-UP 


b> Ben Stockwell, age 14 
Siig 2 ese @-[o) Keoyan 


Favorite Genres: Action/Adventure 
Favorite Games: Metal Slug X, MGS1, 
SSX Tricky, Grand Theft Auto 3 
Quote: “Xbox is goin’ down!” 


LETTERS 


The answer to your question is 
just a letter or an e-mail away 


PSM Letters 
c/o Imagine Media 


150 North Hill Drive 
Brisbane, CA, 94005 USA 


E-mail: 
psm@imaginemedia.com. 


REMEMBER, 
IN REAL LIFE, 
bal VIOLENCE IS NEVER )) 
BL THE ANSWER -- fi 


A Do videogames turn nice, normal kids into thugs? No, the real problem is much simpler... 


Are violent games turning kids bad? 

Is violence in videogames becoming too big of an issue? | was watching my local news channel 
and they were saying that videogames with violence in them were turning kids into thugs. 
Personally, | think that’s a bunch of crap, but some parents are becoming really concerned. I'm 13 
years old, and most of my games have a rating of Teen or Mature and they haven't affected me in 
any way. | just think that there are some kids that are mentally unstable and they need to watch 
what they play if they're going to be affected by the game itself. What are your thoughts? 


Eric Barrier, trunks_ssj23@yahoo.com 


Personally, I also think it’s a load of crap. Parents said the same thing about rock 
music and Mad magazine back in the ‘50s, but there wasn’t any hard evidence that 
showed either form of entertainment caused or promoted violent behavior in kids. 
Games aren’t to blame; what is to blame is the fact that many families today don’t take 
an active enough role in their kids’ lives. Kids that receive the proper love, attention 
and care aren’t going to go sour no matter how many violent videogames, movies or TV 
shows they are exposed to. Of course, when anyone goes looking for someone or 
something to blame, the last place they look is at themselves. No one wants to take 
responsibility for their own actions nowadays, and that’s a real shame. 


b> David Cox, age 16 
ia setrisse ie yalioe: com 


Send your linkup e-mails to psm@imaginemedia.com, 
with “Link up” in the subject line. 


> Jackie Havard, age 19 Favorite Ga [CNY 2 PA-|| 9 B)574 
Isquidget@aol.com 

Favorite Genres: RPG, racing 
Favorite Games: SSX, FFIX, Zelda 
Quote: “When | play, they run away, 


before they get their butts whoop!” 


and many more!! 
Quote: 


Yosho Katsuhito, Tenchi Muyo. 
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games, all Final Fantasy games, THPS 3, 


“It feeds the mind and the soul, 
and one must always feed the soul’- 







| Bi 


A We get a new guy here at PSM and then we get 
new pics of us for the mag. Pretty cool, huh? 
Now, in this one, we all have our clothes on... 


The Simple Things 


| would just like to know three simple things. 


1. Will Soldier of Fortune: Double Helix be coming 
to PS2 ? 


2. Will it be possible for someone to send me a 
virus once my PS2 gets connected to the 
internet in the near future? 


3. Will Aliens vs. Predator 2 be coming to PS2? 
Doug Buss, chodda_linch@hotmail.com 


Looking forward to some online mul- 
tiplayer action, eh? Let’s see if the new guy 
can quench your thirst for knowledge. 


1. At press time, Activision is taking a firm 
“anything could happen, but we currently 
have no plans” stance on this one. Of 
course, this could change at any time. Even 
if it ultimately decides not to publish the 
game itself, Activision could sell the PS2 
rights to another publisher — possibly 
Majesco, who graced us with the PS2 
version of the first Soldier of Fortune. 


b> Seth Strawder, age 26 
winterblue@yahoo.com 

Favorite Genres: RPGs, Strategy, 
Action/Adventure, Platform. 

Favorite Games: Final Fantasy series. 


RPG Maker. Castlevania: SOTN. Parappa 
The Rappa. Resident Evil. 


Quote: “Love hurts....sometimes it 
leaves permanent scars’ 


LETTERS <:/293 


95 SELECT 


2. Good question. Theoretically it could 
happen, but it’s unlikely anyone would go 
through the trouble. It would have to be 
written for the PS2’s operating system, for 
one. Plus, you'll notice that most PC viruses 
are spread via email, not games — this is 
because the virus would have to first infil- 
trate some game system that transmits data 
both to and from the internet, then find 
some way to dupe the user into executing it 
(PC viruses are typically triggered by people 
clicking on email attachments). Finally, 
because the PS2 hardware configuration is 
so unlike that of a PC, the virus can do 
fewer things to damage your system or 
replicate itself. 


LETTER OF THE MONTH 


strongly disagree with your views in the monitor Piracy is a big part of the reason that games cost as 
al section of the May issue. In “Hits & Misses’, you much as they do. Do you think that a developer can 
listed the lawsuit against the Messiah mod chip 


afford to spend years on a game to just have it stolen 
makers, Channel Technology, as a positive action. Also, you and distributed for free? They’ve got to make that 
say that stopping Messiah was a major blow to PS2 piracy. money back, so the overall prices are raised. You 
Just to let you know, there are TONS of Messiah clones out _—sneed to take off your “average person's” shoes and 
now with different names. | personally and proudly have a step into those of a developer, and maybe then you'll 
have a little more perspective. 

And, just so you know, we always 

put ourselves in the “average 
person’s” shoes. Every time we sit 
down to review a game, our sole 
focus is to conclude if it’s worh 
$50 of someone's hard-earned 
money. While we're lucky enough 
to score free games, we still have 


Messiah clone and | copy games without shame! 
While | can see how you would not care about mod 


chips as you get most of your games free, you should put 
yourself in the average person’s shoes. Games are way 
overpriced. Any true gamer has their console modded. 


Eric M., Address Withheld 
3. Sierra’s still sitting on the fence. However, 


a source did remind us that the chances of a RANDY: Keee ec oC em UC atg 


port typically depend upon the success of 
the original version — which sold well 
enough to earn itself an expansion pack. 


The Honest And The Dead 


My friend let me borrow his copy of 007 Agent 
Under Fire. | challenged my brother to a1 on 1 


mean it’s okay for you to go out and jack one. If you 
can’t afford to pay full price for a game, you still 
have the option of renting it or buying it used. 


released in Japan. | was wondering when Ape 
Escape 2 is scheduled for release or if it’s even 
being developed anymore. | also wanted to know 


to buy a lot of them, too. Guys 


of change, for goodness’ sake. 





characters and the arenas are just plain boring. | 
think that Tekken will literally just take VF4 by 
storm. The only cool thing in VF4 was your ability 


here used to buy games with bags 


match. When | paused the game to go to the if Ape Escape 2001 is going to be released in to unlock special items and customize the GAMES WE 
bathroom, | noticed if only 1 person pauses the North America anymore; since it’s already year appearance of your character. Tekken has an WANT To SEE 
game, the other person can still run around, pick © 2002. The game looks pretty cool. Who wouldn't — advantage in both characters and arenas. VF4 ZAP AND 
up weapons, fire etc. But what stood out was the —_ want to use a vacuum to suck the pants off of better watch its back; the King of Iron Fist is GEARWRENCH: 
player who didn’t pause their game could still kill those crazy monkeys? coming through and looking for blood. Super Gadget 
their opponent, because the opponent just well... Masters: The Power 
stood there. Is there some kind of bug with the Warren Wan, great_saiyaman388@hotmail.com Vinny, Vindicator791 @aol.com Duo: Back in Time: 
copy? Did EA do this on purpose? If not did they Against the Dark 
even realize it? Did this happen with you guys? You'd think that sucking the pants Well, it seems you answered your Goo: The Empire's 
off monkeys would be fun, wouldn’t you? own question. VF4 is such a great game Revenge: The 
Little J, jjtenedora@yahoo.com Unfortunately, the Japanese import of Saru because the “graphics ARE amazing and the Ancient Mystery 
Getchu (Ape Escape) 2007 didn’t hold a fighting IS well balanced.” As for your Deepens: Beyond 
Hmmm... that’s rather interesting. | candle to the original title. The gameplay, opinions about the “low” number of charac- the Cosmic Void: A 
noticed that myself and pretty much came while quirky, was too repetitive, and the ters and the “boring” arenas, they are only Conspiracy Reborn: 
to the conclusion that it’s just something the —_load times were unbearable. I’ve got my your opinions. A lot of people, including me, The Menace Returns: 
developers forgot to fix. It shouldn’t be that —_ fingers crossed for a U.S. release of Ape feel that VF4 is a better overall fighting The Saga Continues: 
big of a deal, though, if you have honest Escape 2, though — that one looks much game when compared to Tekken 4. However, Episode Il: Turbo 
friends. And, of course, you do. better. We should find out more very soon... —_ again, that is just our opinion. In the end, Edition: Extreme: 
like, next issue, probably. you have to come up with your own Perfect Edition: 
Bring Back The Monkeys! decisions and purchase the game that you'll Platinum: Director’s 
| was looking around on the web when Ape Fight Of The Century? most enjoy playing. Cut. (This title may 
Escape just popped into my head. | remembered = You guys seem to think that VF4 is a fighting seem a little long, 
reading something about Ape Escape 2 that was game that revolutionized fighting games. Unique Questions but the kids just 
supposed to come out on the PS2. | then Personally, | don’t see what the big deal is. The 1. I'm a fan of unique things, and unique charac- loved it in our focus 
checked around on the net, and another title graphics are amazing and the fighting is well ters. One of the most unique characters lately, in tests, so there.) 


came up; Ape Escape 2001. | read that it was only 


balanced, but c’mon, there are not a whole lot of 


my opinion, had to be Zan from that fun little 


> Rich Pennacchio 

rpnirj@epsi.net 

Favorite Genres: Fighting, action, 
adventure, shooters, wrestling 
Favorite Games: WWF Smackdown! 2, 


> Michelle C,, age 13 
ZanarkandAbes 02@aol.com 
Favorite Genres: RPG, 
Action/Adventure, and Sports 
Favorite Games: Final Fantasy Vil, 
Final Fantasy X, and Tony Hawk Pro 
Skater 3 

Quote: “! do what | want.. You got a 
problem? - Quina 


»> Chris Lowline, age 15 
fatliner2@aol.com 

Favorite Genres: platformers and 
RPGs are my favorites 

Favorite Games: CHRONO CROSS, 
Chrono Trigger, FF2-10 

Quote: “Lets talk... why not” - 
chinese/japanese whatever dude on 
The Simpsons 


b> Jason Alexander 
RPGod@webtv.net 

Favorite Genres: RPGs, Strategy 
Favorite Games: Lunar series, Suikoden 
Series, Final Fantasy series, BOF4, 
Xenogears... 

Quote: “The secret to perfect gaming? 
A Wega? Close. A girlfriend who 

also plays games” 


Tony Hawk's Pro Skater 2, the Capcom 
Vs. series 

Quote: “It's as easy as stealing baby 
from a candy: 





WWW.PSMONLINE.COM > #60 JULY 2002 > 100% INDEPENDENT PLAYSTATION 2 MAGAZINE | =\=Yq\q} 


DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 


MY POSITION HAS = 
BEEN COMPROM/SED! 
TAKE THE SHOT/ 


Ne { aN 


A Here we see an artist’s rendition of the “little 
men” that keep Randy from doing his work. 


LET'S GET ONE THING 
CLEAR, SLATE: 


A Eric, our new guy, is... unique. But he does 
good work, so y’know, what’cha gonna do? 


A Steve often threatens to inflate his “escape 
raft”, but he never makes it past 10 to 20 puffs. 


A During all-night PSM crunch sessions, the first 
guy to fall asleep gets to wake up to a surprise. 





> Dan Healey, age 16 
danwallstreet@hotmail.com 
Favorite Genres: RPG, Action, 
Fighting, racing 

Favorite Games: Final Fantasy 7-10, 
Metal Gear Solid1 & 2, Tekken series 
Quote: "Without free will there is no 
difference between submission and 
rebellion!” 


> Aaron Mason, age 19 
renzokuken9@hotmail.com 


Favorite Genres: RPG, Horror. 
Favorite Games: Final Fantasy series, 
Resident Evil series, GTA3. 

Quote: "No time to chat, | gotta game’ 





1. In all the RPGs I’ve seen, the fighting was turn-based. | 
think that the melee style of battle in RPGs makes the 
fighting much less “cheap” and a lot more life-like. It seems 
the PS2 could handle the melee style, but maybe I’m wrong. 


Will we see melee style again in RPGs? 


2. Are any games tied in with Gundam Wing expected on 


PS2 or has one already been made? 


Jacob McLeod, Karrade@aol.com 


EEQY44 1. It’s not likely. The big question here is not 


HARDCORE 49 49 49 497 49 4 & 


instance), but get much trickier when you're control- 
ling a party of three or four. The problem is finding a 
way to either enable the player to efficiently 
command several characters at once, or make the Al 
smart enough so that CPU-controlled party members 
can still hold their own. A few games already 
showcase both the problems and potential inherent in 
such systems — Square’s The Bouncer, Enix’s Valkyrie 
Profile, and especially Banpresto’s import-only Real 
Robot Regimen are three examples that come to mind. 
This type of battle system also tends to reward 
arcade-honed reflexes more than strategy, which 
could be a turn-off to many RPG players. 


whether consoles can handle such a battle system 


(they can), but how to implement it. Real-time melee 
battles are easy with only one main character (the last 


two Zelda games, or Phantasy Star Online, for 


Rising Zan: The Samurai Gunman game. Any 
word on a sequel to that game? 


2. | saw a few issues back when you were doing 
a report on DVDs that some of you were big 
Trigun fans. Has a game ever been made for it 
(Japan only), or is there one in development, 
and if so is there any chance of seeing a 
Stateside release? 


3. Remember the old Konami beat-em-ups? The 
Turtles games, the X-Men game, and that fun 
little Western shoot-em-up Sunset Riders? 
Wouldn't it be fun if Konami did a sort of 
“greatest hits” release ala the Namco Museums? 


Ryan Johnson, rdjohnso@pittstate.edu 


1. Hey, don’t forget about Rising 
Zan’s best feature: the “Sexy Points” 
system. I think those should be in every 
game. “Congratulations, Snake, for beating 
Liquid. You get 200 Sexy Points.” Or, “The 
49ers win at the gun with a final score of 14 
Sexy Points to 7!” Oh, and there isn’t a 
sequel on the way just yet. Drat. 


2. Sega has just announced the development 


of a game based on Trigun, but there’s no 
word yet on if it’s coming to PS2. You'll also 


Adventure 


b> Paul Ortiz, age 16 
sephirothfan2001 @yahoo.com 
Favorite Genres: RPG, Action, 


Favorite Games: Final Fantasy 7-10, 
Metal Gear Solid1&2, Grand Theft Auto 
3, and Devil May Cry 

Quote: "Semper Fi! - Snake from 
Metal Gear Solid 2 


want to keep an eye out for another Sega 
game, Gungrave (see our report in last 
issue’s Monitor), because it features 
character designs by the creator of Trigun. 
With a lead character named “Beyond the 
Grave”, this guy really belongs in Trigun’s 
Gung Ho Guns! 


3. Unfortunately, Ryan, nothing like that has 
been announced — great idea, though! Of 
course, there are literally hundreds of 
games I’d love to see brought back, espe- 
cially with updated graphics. Of course, | 
want to keep seeing fresh, new titles, too... 
It’s settled, then: we need to use the DNA 
of the world’s best game designers and 
create a clone army of developers to make 
all these games. Somebody out there make 
it happen. 


Samurai | Am 

I've heard of a game in Japan called Samurai. I've 
seen Top Ten Charts for Japan and it’s pretty high 
up on the list. | haven’t heard anything about the 
game except that it’s violent and sure does look 
good. I’m wondering if this game is going to 
make it to the U. S.? 


Zane Pendleton, SamuraiZane7@aol.com 


2. We don’t know of anything yet, but Bandai’s 
Gundam games are doing fairly well in Japan, so they 
may produce a Gundam Wing game eventually. 


MY LD LY LF 7 

















CELEBRITY 
LETTER 


Hi guys, it's Frodo 
Baggins — you 
know, of Hobbiton. 
I was at that 
wicked party you 
threw last week. 
Anyway, | was 
wondering if you 
maybe found a 
ring while cleaning 
up. It’s gold, with 
some crazy writing 
on it. | think I 
misplaced it after... 
well, let's just say 
the Shire boys and 
Thad a little too 
much grog. If the 
ring falls into the 
wrong hands, I'm 
sunk. Not that 
it's... precious or 
anything... Man, 
Gandolf is SO 
going to KILL ME! 





b> Mike Mackey, age 17 
BiglymmerMMX@Hotmail.com 
Favorite Genres: RPGS, Survivor 


Horror, Action, Adventure, Sports 


May Cry 
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Favorite Games: Resident Evil Series, 
Final Fantasy Series, Grand Theft Auto 
Series, Jak and Daxter, Onimusha, Devil 


Quote: "| Like Chicken! 





{e) 
(085 
roy SELECT 


LETTERS 


SCOOBY DOO, WHERE ARE YOU? 


I'M TELLIN’ YA SCOOB, YOU mm 
| SHOULDA BEEN THERE, MAN! THE 
. SANDWICHES WERE THIS B/G! 


THAT'S /T. SHAGGY, EVERYONE ELSE MIGHT 


| BE TOO AFRAID TO SAY ANYTHING, BLIT YOLIR 
DOG “SCOOBY” D/ED WHEN YOU WERE A &/D, 
MAN. I DON'T KNOW WHAT YOLI'RE SMOK/NG 


BACK THERE, BUT STOP /T. 


[333 Looks awesome, doesn’t it? Samurai 
is actually being developed by Acquire, the 
same guys who did the original Tenchu. The 
sword-based fighting looks nice and deep, 
and although the game is rather short, it 
boasts a very open-ended story that 
changes drastically according to your 
decisions, so it looks to have tons of replay 
value. We’ll see for ourselves soon enough 
— the game is set to be released on May 
15th as Way of the Samurai, courtesy of our 
friends at BAM! Entertainment. 


Blood Suckers! 

Am | the only person that finds Mr Mosquito dis- 
turbing? The game is called MR. Mosquito, but 
the only gender of mosquitoes that suck blood 
are the females. 


Rob Schreiber, Sephiroth3004@yahoo.com 


(005) Actually, Rob, I’d have to say that 
you're not the only person who finds the 
title Mr. Mosquito so disturbing. It bugs 
(excuse the pun) the heck out of me also, 
because it’s so... PC, which means 
Politically Correct, or Pure Crap, as I call it. 
It doesn’t matter that you are correct that 
the female of the species is the bloodsucker. 
You see, if the designers had called it Mrs. 
Mosquito, or heaven forbid, Ms. Mosquito, 
every feminist in the world would have 
come down on them like a ton of bricks. | 
don’t know anyone in their right mind who 


b> Jeffrey (Ree) Rondeau, age 21! 
Reethewop@YAHOO.COM 

Favorite Genres: RPGs, action, 
adventure, fighting 

Favorite Games: Tekken 1-4, All Final 


Fantasies, Tenchu series, Lunar series, 
GTA3, Dynasty Warriors 1-3. 

Quote: "PSM RULES!! Down with 
Official Playstation Magazine!” 


b> Joshua Morgan, Age 15 
joshbuffy@hotmail.com 

Favorite Genres: RPG, Fighting, 
Action/Adventure, Platform. 

Favorite Games: Final Fantasy series, 
Chrono Trigger and Chrono Cross, 
Nightmare Creatures 2, Harry Potter 
Quote: "If you don’t know what you 
are doing, then don't do it!” 





wants to be sat on by Rosie O’Donnell, so 
they took the PC (Pure Crap) way out. Go 
figure... These are truly scary times we live 
in, Rob, truly scary... 


True Or False 

| read an interview at bloody-disgusting.com 
(free plug! — Ed.) with a man from Dark Aura 
Entertainment who said they were beginning 
pre-production on a Silent Hill movie. True? In 
the same interview, they mentioned that New 
Line Cinema was also in talks with Konami to buy 
the rights for a Metal Gear Solid movie. True? | 
also read in an interview somewhere that Erik 
Mabius (of the Resident Evil movie) had been 
approached on playing a part in an anticipated 
sequel to the RE movie, in which he'd play the 
part of Nemesis. True? 


Brad Burt, Bard_Buduski@yahoo.com 


(LXNDYA Silent Hill movie = true. Metal Gear 
movie = false. As for the RE sequel, Erik 
Mabius DID say that, but that was before 
box office returns for the first movie rolled 
in. Ouch! Maybe it’ll do well enough on 
video to justify a follow-up. 


Come Fly With Me 

| read in the August ‘01 issue that there was 
going to be a game released for PS2 called Pilot 
Academy, in which you get to fly military AND 
commercial aircraft. | have searched multiple 
places for this game, including Funco Land and 


> Drayton Shorter, age 15 
neo_ff_sage 1 @hotmail.com 

Favorite Genres: RPG, Action, Strategy 
Favorite Games: Final Fantasy 7-10, 
Silent Hilll & 2, Grand Theft Auto 3, 
Twisted Metal series, Resident Evil series, 
Ring of Red, Devil May Cry, SSX 

Quote: "Life isn’t just about passing on 
your genes..’- Solid Snake 





TECH TALK 


In the manual for the PS2, it says that if you don’t intend to play any 
games for an “extended period of time” to turn of the power at the 
main power switch. What do they mean by an extended period of time 
and what will happen to my system if | always leave it on standby? 


Rob Kidwell,kidwellr@msn.com 


Hmm... | read that too. | think pretty much every 
consumer electronic manual says that in one way or another. For 
some game systems, it even says to unplug them from the wall 
when not in use! Maybe it’s to prevent surges from damaging 
the PS2 when you're not around (if you don’t have it on a surge 
protector), since it always has power going “into” it when it’s in 
standby mode. Maybe it’s part of some more elaborate conspira- 
cy whereby Sony gets a nickel every time you flip the main 
power switch on or off? Who knows. I'd just keep it in standby 
— I shudder to think what Sony could do with all those nickels! 





Amazon.com, but they came up negative. Can you give me a place to 
search for this game and if possible a rating if you've played it, to see if 
it’s worth buying. 


Jacob Bennett, cptnbennett@yahoo.com 

(S54) Pilot Academy was to be the U.S. name for Beluga Software’s 
Pilot ni Narou! 2, a flight sim which Famitsu loved, giving it the gold 
award. Unfortunately, while at least two U.S. publishers (Natsume 
and Crave) have been linked to the game, neither of them have 
brought it over. So, for all you flight fans out there, you only have a 
choice of AC4, Lethal Skies and Top Gun for the time being. 


b> Cory Ketchum, age 14 

(Goya aid Pots PA CaKeo)g0 

Favorite Genres: Any violent game 
having to do with a gun. 

Favorite Games: Combat Instinct, 
MGS2, Tekken series (or however you 
spell it.) 

Quote: "I'm hungry! Leave me alone. | 
love you, Stephanie! Baaaa!! 
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Every month we take a look at the coolest PlayStation fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can’t return them). Address it to 


. Or, even better, e-mail a hi-res version of the 


piece to us at 


. Be sure to label the 


subject heading “Fan Art.’ Now get busy! :-) 


Niiiiice! We've seen his work before, but 


SING still manages 


to surprise us with his amazing skill. If we could draw this good, we'd 
never leave the house — we'd just draw stuff all day long, 24/7. We'd 
draw every female videogame character nude, just for the hell of it. You 
just know that’s what most of these artists must do all the time ;-) 


Jordan Randall 
Stubs@stny.rrcom 
Favorite Genres: RPG, action, 
adventure, Survival Horror 
Favorite Games: FF series, Xenogears, 
Resident Evil series, Front Mission 3 
Quote: “If at first you don’t succeed, 
give up and pay someone else to do it 
for you’ 


Evan McGrath age 14 
draginassassin@hotmail.com 
Favorite Genres: Action, RPG, RTS 
Favorite Games: Starcraft: Broddwar, 
Grand Theft Auto 3, Final Fantasy X, 
Diablo 2, Civilization 3 
Quote: “If something has hair, and it 
doesn't wear a humorous hat, it needs 
a mullet” 


John D., age 13 
JTD98076@aol.com 
Favorite Genres: all kinds 
Favorite Games: Final Fantasy 7-10, 
Devil May Cry, Metal Gear Solid 2, 
Grand Theft Auto 3, Tony Hawk Pro 
Skater 3, Parasite Eve, The Resident Evil 
series 
Quote: “WHAT?!” 
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Everyone can thank SAKA for this 
sweet shot of Kosmos from Xenosaga. 


off a more playful si 


07/18/0b 

SE 

i YUKI‘s Rikku illustra- 
tion has an amazing amount of detail! 





Jonathan George, Age 13 
jadeleviathan@aol.com 
Favorite Genres: RPG, and anything | 
get my hands on. 
Favorite Games: Final Fantasies, 
Chrono Series, All Square RPGs, Lots 
(o) Mo) tg{= asym cole)! 
Quote: “I'm a skater, I'm meant to get 
kicked in the teeth by the things | love” 
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